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After much “nashing” of teeth and grumbling we finally decided how we here 


would like the future of Genesis to go. 


Probably, we thought, it will grow. 
Regularly, too. 


| suggested that since Genesis was bound to grow, perhaps we should consider 


starting to include other outside topics in our magazine. Sports, for example. Football 
was something that came up, so we thought perhaps we should investigate the 


possibility of us covering games, writing reviews on them, printing stats etc. 


Laugh you may, but it’s serious business! Genesis with a football feei would grow 


immensely, we are sure. In no e we could begin to do such wonders as give out 


free passes to matches. 


From there, our thought train went express. We could offer with every issue a 


football jumper. After fourteen or so.issues, a reader would have the compiete set to 


decorate their wall. 


Or, we considered, we could sell out. individual parts of a football with each issue. 


One issue the bladder, the next one part o the skin, followed by the others, then the 


string, and so on. Readers could, eventually, build their own genuine football and then 


decorate it with sponsors logos - just like the:real thing! 


OF course, after that, we just had to conclude that the best thing to do would be to 


get a football player to hand deliver issues, so that fans could meet individually with 
their heroes, chat with them, maybe even play kic to-kick in the backyard. Readers 
could even offer to buy footballers, so that members.of a team are individually owned 
and run by readers of Genesis. Just think of it! Your own personal football player to do 


your bidding. 


Looks can be deceiving of course, and like all people we had to eventually consider 


what our immediate future was. To see what we come with, take the beginning 
letters from each of these nine paragraphs. | hope you agree. 


it's amazing how much a small amount of stress can transform a 


person. At the top of the page you can see me (for 
those who have not figured that out yet), looking calm 
And here, at the bottom of 
the page, is me after working on Genesis. Or was 


and relaxed as normal. 


that taken after the computer crashed during my 
unsaved crusade most of the way through Doom? | don't 


recall... 
-|S 


is the iatest game from Maxis in its Sim range, 
and is a superior 3D version of the original classic 
Simcity. It is an easy game to learn, but like it’s 
predecessor hard to master - even harder in this 
version, To begin with, the world is no longer 
just one big flat piece of real-estate that you view 
from above; rather, it is viewed from to the side 
and slightly above, to give the terrain a 3D effect 
of depth. This new dimension to the game gives 
it an excellent look. 

The other big change with the normal view 
screen is that the terrain is divided up into small 
squares, each representing an area approximately 
100m by 100m. It becomes fully apparent why 
when you start playing the game; for when you 
do, you will notice that no longer are Residential, 
Commercial and industrial all blocks of 6xZ 
squares, but instead you just place the first square 
of the zone and drag out the zone to whatever 
size you like. Now, instead of having regulated 
rows of blocks, you can make the zones any size 
and shape you like! Brilliant! Added to this is 
the fact that all three of the zone types now have 
two sub-types: Light and Dense. The 
connotations of the names are obvious; Light will 
give you a lesser build up in the area, where 
Dense will give the Simcitizens the right to build 
as much as they can on the zone! 

Talking of building, the original Simcity had 
animation in the form of traffic, helicopters, 
planes and the disasters. Weil now, virtually the 
whole city process is anirmated. When the 
Simcitizens start to build on a zone, the buildings 
just don’t appear; they are built in stages. Houses 
start with wooden supports, office buildings are 
built from the ground up with cranes. You don’t 
see the little Simcitizens rushing about building, 
but it's the next best thing. 

There is one other aspect of the general 
screen that people changing over from the 
original Simcity may find daunting. In SimCity 
2000, you can - nay, you have to - go 
underground! The people of your growing city 
require a water supply to grow and prosper, and 
it's up to you to provide it with pumps, piping, 
treatment plants, storage towers and 
desalinzation plants. You don’t have to connect 
every individual building - when the Simcitizens 
begin construction they wisely install a building’s 
own plurnbing - but you do have to get the water 
to the building. And when the money's tight, 
debtors screaming at you, you guess those 
people in the outer suburbs may just have to 
suffer the dry for another year.... 

The other aspects of the underground are 
Subways. Remember in the first Simcity you had 
to take trains everywhere? Well, trains and roads 
still exist of course, but now you can get those 
nasty trains out of sight and out of mind, by 
running them underground in a netwoerk of 
subway tunnels. Everything about a subway is 
more expensive, of course, but it trades off for 
having the city look a lot prettier - and having 
happier citizens who don’t live right next to a 
train line. 

Police and Fire brigade have come across for 
the original version of Simcity, but with a 
difference. You still have to place stations for 
them, and these stations to cover an area in 
general, but when there’s a disaster you actually 
have to direct units to where you want them to 
go. So if a fire erupts downtown, you select that 


you want to direct Fire units and you click where 
you want individual units to go. A marker, 
accompanied by a siren for those with sound 
cards, will appear in place and the brave officers 
will fight the fire. You have one unit available for 
every station you have, so that as you are 
directing them if you run out of stations, you 
will move the first unit you directed to any new 
location you select. This makes handling a 
disaster a lot harder but also a lot more fun, as 
you try and race fire units around to the end of a 
firestorm and surround it to put it out. Later on, 
if the military has set up a base in your city (you 
have to be a big city!), you may also get to direct 
units of soldiers, but be warned: some types don’t 
function in the best way! For example, fire units 
are best at putting out fires, obviously. Police units 
will put out fires, but not as well, and police units 
will sometimes DIE in fires. So what do you do 
with a police unit? Well, stick it at an intersection 
where there's lots of traffic, and suddenly the 
traffic disappears. Yes, you use them like in real 
life; keep the area clear so the fire officers can 
do their job. At the other end of the scale, there 
is a new disaster called Riots, where a horde of 
jeering and flag waving yobbos charge through 
your beautiful city streets, disconnecting power 
lines and causing general mayhem. You intercept 
them with the police and, if things get really bad, 
maybe send in the soldiers. Faced with the big 


gs 
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rioters quickly pack up and go home. 

Another added feature to the game are the 
newspapers. Intially, your city begins with one, 
but it can advance to have many. You can order 
a subscription to a paper, where it will pop up at 
regular intervals and give you stories of what's 
happening in your city, as well as opinions from 
your people. This is a neat little feature. 

Everyone remembers the problems with 
power plants in the initial game; you had two 
choices, coal or nuclear. Well, in this version you 
can have up to nine choices, depending upon 
the date and if you have a Nuclear Free Zone 
around your city or not (one of the many city 
ordinances you can declare). They range from 
coal, water and oil up to solar, wind and Fusion - 
all with varying power output levels, and most 
with a lifespan or between 40 anc 50 years. Just 
another thing fer a cash-strapped SimMayor to 
worry about... 

All the exciting things from the original 
SimCity, like parks, have been carried across and 
then some. Now you can have smali parks, of 
one square, or big parks of several squares. The 
Stadiums are still there, though now you can 
select what sport is played there and even name 
the team! [n addition, you have zoos and marinas, 
which your citizens will demand with infuriating 
regularity when they decide they need some 
recreation away from the rat-race. 

Of course, your Simkids need to be educated. 
Now you have to place schools and colieges, 
museums and librarys, and then fund them at 
percentages you can change from one menu. 


This is one of the really good and most 
infuritating things about the new SimCity. You 
do get a feel for how a real Mayor would feel. 
Not only do you set a general tax rate, you can 
set individual tax rates for each of the zones 
(residential, commerical and industrial), and then 
perhaps have a 1% tax rate, and then tax varying 
industries at varying levels (“electronic equipment 
is a popular industry - tax it!”) among the other 
revenue generating schemes (like Parking Fines). 
Of course with ali this money you collect you 
have to spend it to not only better your city, but 
support what's already there. Almost everything 
can be funded at different percentages, from the 
utilities like Police, Fire and Hospitals, to the 
schools, colleges, right down to roads, rails, 
highways, tunnels and bridges. Of course, as in 
the original, start lowering the funding to 
individual parts of your city and they start to 
deteriorate. And if you lower the funding to 
roads, well, the handy little adviser you have off 
the budget screen (which each budget area has) 
will let you know exactly what HE thinks in no 
uncertain terms... 

One other new thing: when your city reaches 
certain populations, you will receive a “reward”. 
These start as simple as a Mayor's House, up 
through a City Hall and a Statue in your honour, 
until the point where you get to build huge 
arcologies, which house thousands of people in 
self-contained luxury. There are even four 
different types of arcologies to choose from, 
each with individual charactertistics. Beware 
however: I have personally observed a low flying 
plane crash into the side of an arcology. Don't 
put your arcologies near an airport! 

To get back to the real playability of the game, 
it’s excellent. A toolbar falls down one side of 
the screen, and can be moved to where ever you 
want it. The screen itself can be resized, though 
| always ran it at full screen. The selections off 
the tool bar are easy to get at; if there are multiple 
choices, merely hold down the button for about 
a second and the list will come up, which you 
can then select from. There are even nice little 
user-friendly things like when something that is 
to be placed underground is chosen, the map 
will automatically flip to the underground view, 
and if something normally placed above ground 
is then selected, will automatically flip back. it 
saves a little mouse moving and clicking. 

All the original menus are there for saving 
games, loading them, selecting the speed of the 
game, selecting windows to view various things, 
and the list of disasters to wreak havoc on your 
unsuspecting /ittle victims! (Moohahahhhaha!) 

Animation is superb in the game. Above and 
beyond the building of the structures, the 
Monster is a classic. It is identified as either a 
movie set monster struck by lightning and out 
of control, or an alien ship, but it's a classic. 

Overall, | give this game the huge thumbs 
up. There are heaps of features that | don’t have 
the room to talk about, and are probably left best 
up to the individual user to find out, including 
some little hidden “undocumented” features. So 
if you see a little Superman flying over your city, 
wave hi to hirn for me! 


M inca mpaign Dart wo 


This is the second part of the Mini-campaign that began with “The 
Acorn Drug” in Issue 3. In that adventure, the PCs had their first contact - 
perhaps even unknowingly - with Lieutenant Commander Gruber and the 


corporation he works for, North West Chemicals. In this adventure, Gruber 
and NWC return. 


if the PCs handed over the drug completely willingly (and suspected 
nothing) then they know nothing of Gruber - at least until, and if, they meet 
him later in this scenario. 


Backgrou nd 


Over the last couple of weeks, street kids have been disappearing, one 
at a time, from Melbourne. This is not something wholly unusual in itself, 
except that they appear to be doing it at a greater regularity than normal. 

Captain William Miles of the Salvation Army has been working with 
street kids for years, and has built up a good rapport with them. In the last 
two weeks he has seen a dozen kids disappear completely, without trace. 
The others are scared: what information he could get concerned “black 
demons” stealing the kids from the streets. He contacted his superiors 
with his worry, and they expressed their concern, but “there’s not alot we 
can do”. 

Miles, however, refused to let it rest. He had sworn on his life to help 
these kids, and he would do so. He spoke to a reporter who was writing 
the story on the “black demons” in the hope of getting information on 
where the kids have gone; he doesn’t for a moment believe the black 
demons story. 

Hand the players "The Times" screamsheet. Of course, this has nothing 
to do with the Black Demons, but is an interesting side note that will get 
your players thinking. 

Help came from an unexpected side - a corporate decker contacts him 
through outside contacts and wants to arrange a meet to hand over 
information that may be relevant. It appears the decker has a conscience. 
Miles, worried about meeting with someone like this, contacts a friend to 


get someone else to do it. Thus enter the PCs. 


The Meet 


Once there, the fixer will be deliberately vague about the contact. He 


~The Warehouse 


By L astjax 


will tell the players: 
All you have to do is go to this warehouse at 10pm tomorrow night, 


meet this guy, take whatever he gives you and come back. That's it. And 


there’s 1,000 ¥ in it for you. 

The PCs, being paranoid, will naturally suspect some sort of trap. The 
fixer will just say that it’s all up front, and that this contract is coming from 
very reputable people”. 

The warehouse where they are to meet the contact is in the western 


side of the city. 


GM NOTE: No, this is not the same warehouse that the PCs met in 
with Gruber in “The Acorn Drug”. 


The meet has also been compromised. Alan Reese, the decker, works 
for North West Chemicals and stumbled across information about the Acorn 
Drug testing site and the requirement for human subjects. He did a little 
more quiet digging and found out about the “shadow demon” project to 
get those human subjects. Though he knew corporations weren’t all that 
good, he had never expected to work for one that would promote such 
activities. Unfortunately, NWC Security discovered his explorations, and 
when Gruber heard of it he wanted to lead a security team to grab the man 
and his outside contacts. 

Prior to the PCs arriving for the meet, the GM should place the NWC 
Strike Team around the warehouse, some inside, some outside, and some 
upstairs, with the following parameters: Gruber will be upstairs, and the 
two “shadow demons” will be downstairs among the boxes. There should 
be enough members of the strike team to easily out number however 
many PCs are there. 

This is a small abandoned warehouse in the inner western suburbs. 
Some time ago it was the victim of fire, and the owner (whoever that is) 
has not bothered to fix it. Therefore the exterior of the building is burnt 
and scarred from the fire, and most of the windows are smashed. The 
interior is blackened by ash, and what boxes that are piled up that survived 
the fire are brittle and easily toppled, when they will smash into ashes; 
there is no way of determining what was once inside them. 

The warehouse has two levels; the main level, which takes up ail the 
space inside the warehouse, and an office area built up in one corner of 


the warehouse. 


. 


Alan Reese has downloaded all the information he has collected onto 
a storage chip which he has brought with him. He will meet the PCs in a 


1. Main Warehouse area 
This has 7 entrances/exits; four normal doors and 
two automatic roller doors. Both of the mechanisms 
for the roller doors were destroyed by the fire and 
the doors must be opened by hand via the chains 
that are attached. The personell doors are all normal 
doors of the push/latch variety - on the inside there 
is a metal bar which when pushed on will unlock the 
door. There are normal door handles on the outside. 
Rees oe 4 This whole place is pretty much a mess. 
PEEL EE S ge Everything has been blackened by the fire. The only 
7 ice light is what the PCs bring with them, if any. There 
Wee sk ra are boxes at various places around the large single 
. ae room; most of these are only one box high and 
therefore only about half the height of the average 
human. 
The stairs (a) lead up to the office area. 
The point (b) is where the Decker will be waiting 
for the players. He will have parked his bike outside 
(c). 


2. Upstairs Office 
This is an office area built up inside the 


warehouse, where the warehouse manager used to 
perform his work and watch over the warehouse itself 
below. 2 exits. : 

2a. Manager's Office. This is a small office, 
burnt out like everywhere else. It contains a burnt 
desk, ruined chair, and several filing cabinets that have 
been completely burnt out (there is nothing there to 
salvage). There is also the remains of what looks like 
a soya-coffee machine. A single iarge window, now 
minus the glass, allows a good view of the whole 
warehouse below. 

2b. Storage. This room was used as storage for 
the office and canteen. Whatever was stored in there 
is now just blackened mess. There are no windows 
in this room. 

2c. Canteen. This room was the canteen for the 
workers in the warehouse. There are severai 
blackened tables and chairs, a destroyed soya-drink 
vending machine, and a line of smashed windows 
looking outside to the alley below. 

2d. Toilets. One male, one female. 

Ze. Emergency Exit. This door and stairway lead 
out to the back alley and provided an emergency 
exit for anyone in the office area. 


nervous but amicable way, and hand over the chip as soon as he can so he Th Ch is 

can get back before he is missed. As soon as Alan hands over the chip, the . i? 

trap is sprung. The two “shadow demons’ will appear, and in the confusion The storage chip contains on it the following information: 

this causes the rest of the strike team will sweep in. Details of the Acorn Drug research, which is identified by NWC as 


Gruber’s orders from his superiors are to capture where possible, but —_ Project Defiance. It will detail exactly what the drug does, where it is being 
he has other ideas; he would prefer to have the lot killed. researched, the fact that human subjects are required and where they are 

At the first attack, Alan Reese will make a run for it, but he will be —_ being obtained from, and will give some details into the research station 
intercepted by Strike Team members before he gets too far. itself - where it is, staff names and pictures. There is also a map of the 
Project Defiance research compound. 


If after reading the information the PCs don’t want to run the place 
themselves, and they end up giving the chip to their fixer contact, soon 
enough they will be approached by the same fixer again with a contract to 
rescue the kids from the compound and put a stop to the operation. This 
contract is again from William Miles, who has realised that he must act 
straight away to help the kids, and the best way would be to get runners to 
penetrate the base and shut it down. Miles wont be able to offer a lot of 
money - 5,000 ¥ for each player. If the PCs refuse this amount, give them 
a week or so and then they will be approached by another fixer who will 
offer them the same job for a more substantial price - 15,000 ¥ each, with 


Thus we have Max Gruber, aka Nigel Acorn, and the “Shadow demons” _ extra for damages. This offer is being made by a reasonably high ranked 
linked. Now it will be up the PCs to have a look at the chip - if they wish to executive in another corporation who’s son has been kidnapped. The PCs 
- to get the final pieces. will be given a photograph of the son and a general description, and told 


that he is their actual target - the person hiring them does not care about 
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Compound Internal Map 1! 


i. Administration Building (Compound Internal Maps 1) 
This building houses the offices, store rooms etc of the administration 


: staff of the complex. It is a single storey building actually set into the 
# ground (the entrance is gained by walking down a ramp or steps), built out 
g of hardened concrete. 


la. Entrance: This is a double doors entrance. Persons wishing to 


: enter first enter the smail booth through the front door, which latches 
8 behind them. Then they must idenitfy themselves by hand and voice print 


i to the computer, as well as visually to the guards inside who will be watching 
7 through a video camera mounted directly above the internai door. When 
all are satisfied, the inside doorway is unlocked. The glass of both doors is 


hardened (Barrier Rating: 8) 
ib. Foyer. This room contains the desk for the security guards, which 


‘ had video links monitors for all the cameras as well as a button to delatch 
ithe door. It is decorated in rather neutral tones and has several chairs for 
| people to sit in. 


SCRE 


ic. Guard Room. This is essentially a small locker room for guards on 
shift in the Admin building. It contains refreshments, an entertainment 
unit, and relaxing chairs. 

id. General Admin Office. This is where most of the administration 


_ staff of the compound work. There are five staff, each with their own 
i desk, separated by low partitions. 


Eacn desk also has a work station 


| connected to the main computer. 


ie. Secretary's Office. This room is for the persona! secretary of 


‘ Miles Coyle, Administrator of this NWC Research Complex. She is a pretty 
' young woman, professional to a fault, though she has been secretly having 
, an affair with Max Gruber. 


if, Coyle's office. Naturally, this is the largest room in the building. It 


Fis decorated tastefully with some artworks collected by Coyle, as well as 
: furnished. The windows are reinforced (Barrier Rating 8) and darkened, 
' though this level of darkening is under computer control. There is a large 
: and obviously rather expensive real wood desk, behind which is a real 
; leather chair. On the desk there are various normal office implements and 
| a computer terminal. 


Off to one side of the office is a small ensuite complete with toilet and 


«| shower, as well as a place that stores some spare clothes. 


ig. Toilets, Male/Female toilets. 
the other street kids. 
Ce ad . 
hie ( ompound 


The map that the PCs have in their posession (Compound Map 1) is 
hopelessly out of date. The actual layout (Compound Map 2) should be 
kept secret from the players until they actually see the place, when the GM 
may present them with whatever information is felt relevant. 

Compound Security is reasonably tight. Twenty five highly trained 
security, with Max Gruber commanding. There are five guard towers with 
cameras mounted on each. Entrance to the compound is gained through a 
double gate, where the first gate locks behind those wishing to enter and 
they are interrogated. Once they pass, the inner gate is unlocked. 

Both fences are alarmed, and the clear area between each is equiped 


th. Storage. This room stores office materials (paper, disks etc) 

1i. Secret Room. Coyle had this built when the underground research 
centre was built and it allows him direct access by a stairwell to the research 
rooms underneath the building. While most people who work in the 
complex are aware of the underground rooms, they do not ask what it is, 
knowing full well that their jobs and possibly their lives could be on the 
line. The door itself is triggered by the pressing of a certain tile in the 
ensuite (Perception: 10 to find it). Anyone who inspects the outer hall, 
either before or after viewing this area and not finding the secret room, 
may make a Perception 12 test to see if they notice the discrepancy between | 
room sizes. 


2. Transport Building (Compound Internal Map 2) 

This building houses the larger vehicles used for transport of equiprnent, 
supplies etc to and from the compound. it is also the loading/unloading 
area. Atop the building there is a helipad area, accesable by the elevator or 


Stairs. 


2a. Truck Bay. This bay is for the loading and unloading of trucks, as 


| well as storage of the vehicles. When a shipment arrives from outside the ; 
| camp it proceeds directly to this building. This area has large slide doors | 
| at either side for protection against the elements. At any time there would 
| be three or four trucks inside the bay, and several people on duty, though 
| during the day this number can grow to as many as a dozen, loading and 
| unloading vehicles. 


2b. Storage Area. This open area stores all the supplies that come off | 


: the trucks until they are sorted and sent to their appropriate areas. It also 
4 stores crates ready for loading onto vehicles. 


2c. Load Master's Office. This office contains a small canteen area ' 


| for the workers as well as a partitioned area for the Load Master, a gruff | 
| older man who has an amazing memory for statistics. When he knows | 
i what is in a crate and where it is going, he never forgets the information, | 
| and can identify the crate on sight. There are aiso a male/female toilets. 


2d. Cargo Elevator. This is a large elevator designed to carry decent : 


| sized crates down from the rooftop helipad. Close inspection of the control 
| panel will reveal that there is an unidentified electronic lock. If a PC examines 
| the circuit closely, one success against Electronics 6 will show that the lock 
| disengages an automatic blocking system that prevents the elevator from 
| going down beyond the ground floor. a greater number of successes will 
| determine if the PC can figure out how to bypass it. Bypassing the actual 
: lock requires an Electronics 7 test. 


Next to the elevator are a set of stairs; while stairs lead up, a heavy i 


| door with an electronic lock blocks where stairs down would be. Success 
4 tests against the lock are the same as for the elevator (above). 


with thermal and motion sensors. 
j e scape 


if the PCs are attempting to set free all the street kids, then escape is 
definitely a lot harder. There are several possible ideas, one being to use 
what is currently available on the compound itself - the trucks parked in 
the loading bays above. 

if the PCs are attempting to just rescuse the one child, and there is an 
experiment going on in the lab, they will find that he is one of the subjects 
inside the glass cubes. 


3. Security Building (Compound Internal Map 3) 
The top floor of this two storey building houses the office of Max 
Gruber as well as the NWC Security teams assigned to the compound. 

| The ground floor is the security vehicle carpark. There are single-way exits 
! from the building on three sides that are connected to exterior stairs. 
; 3a. Security Vehicle Park. The park contains three Chrysler-Nissan 
{ Patrol-1 cars and two Ares CityMasters. (NOTE: The Ares CityMaster has 
| had the watercannon replaced with an Assault Cannon). There are always 
| an extra two Patrol-1 cars out patrolling the perimeter of the complex, and 
| occasionally they venture outside. Against the far wall are two elevators to 
f the upper floor and a stairwell going to the same place. In the opposite 
§ corner is the building equipment control room, which is electronically locked 
| (Electronics 6 to open). In here are the valves etc for the automatic fire 
# system as well the airconditioning. 
3b. Locker Room. This room contains the lockers and showers for the 
| compound security guards. There is one locker for every guard as well as 
i two spare (twenty seven in total). 

3c. Tollets. A single toilet, shared by all. 

3d. Recreation Room. This room is for the relaxation of the security 
: guards. It contains various VR equipment, a real pooi table, and other 
| items of entertainment. 

3e. Armoury. This room stores the weapons for the compound guards. 
| The heavy coor (Barrier Rating 24) is electronically locked (Electronics 8 to 
F open). All of the weapons are locked into racks with heavy chain and an 
| electronic padiock (Electronics 5 to open). 
: The armoury contains the following weapons: 

5 Fichetti Security 500, 5 boxes of ammo 

5 Ares Predator Il, 10 boxes of ammo 

4 Heckler & Koch HK227, 8 boxes of ammo 

2 Ranger Arms SM-3,2 boxes of ammo 


Compound Internal Map 5 


5. Housing. These small buildings are the homes of the staff of the 
compound. They are all very much alike, though individuals have attempted 
to provide some variety both on the outside and inside. However, the 
inside layout of each house is the same. 

5a. Lounge. Usually contains several lounge suits, coffee table, and an 
entertainment unit or two. Some may contain a bar. 

5b. Kitchen. A standard food preparation area, with a microwave unit 
being the main means of "cooking" much of the pre-packaged food that 
NWC provide. Of course, NWC realise that research staff are important 
and do provide "real" food now and then. 


xz 
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3f. General Storage. This room just contains general things like cleaning 
equipment, mops, toilet paper, stationery etc. 

3g. Gruber's Office. This is a large and well appointed office in the 
corner of the building. The armoured glass windows (Barrier Rating 10) 
provide an excellent view of most of the gate side of the compound. The 
room contains a large desk complete with computer terminal and vidphone 
unit and backed by a real leather chair. There are also several smailer 
chairs in front of it. Against one wail is an entertainment unit containing 
various music and vision equipment. Against the other wall is a bookshelf, 
the bottom cupboards of which are a well stocked bar. 

During any search of this room, on a Perception 6 test, a PC will notice 
a small catch to one side of the bookshelf. Pushing it will release a lock 
and the whole shelf unit will pull out to reveal a smail armoury. Inside are: 
1 Beretta Model 101T, 1 Fichetti Security 500, 1 Ares Predator fl, one Uzi | 
Ill, and one Enfield AS-7. There is one box,.of ammo for each, and ail the | 
weapons are specially modified to suit Max Gruber. 

3h. Security Control Room. This room controls the whole security | 
network for the complex. All the surveillance cameras are landlined to this | 
room. The room is in constant radio contact with the security officers and | 
can call on any one of them instantly. There are always two security staff | 
in this room, though all the personell work shift through the room to give : 
them the experience. The room is surrounded by a protecting corridor, 
and both entrances are electronically locked (Electronics 8 for the exterior, 
Electronics 10 for the interior). Both walls are hardened (Barrier Rating 16). 


5c. Bedroom. Contains a double bed and storage for clothing etc. 

5d. Bathroom. A standard bathroom containing bath, toilet, shower, 
and personal items. 

Se. Laundry. Contains washing and drying equipment. 


Random Discovery Table 

No Item 
Personal Computer 
Decent Clothes 
jeweliry 
Personal Research Notes 
Food 
Electronic Equipment 


Sell 
¥700 
¥500 

¥1000 
¥200 | 
¥100 | 

¥ 1000 


Use this table if the PCs explore the buildings. Feel free to add any J 
items you desire. : 

If there are people or not in the housing is up to the GM at the time. 
Remember also that the more equipment the PCs attempt to carry, the less 
the speed they can move at, the more time they take, and the more noise 
they make. 
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: 6. Underground complex. This is the area where the research into 
| "The Acorn Drug" is being performed, and only a handful of staff work 
| down here, though most of the staff on the compound are aware of the 
| existence of the underground rooms. 
6a. Elevator entrance. This is the entrance of the elevator that is 
connected to the transport building. A camera is mounted above the 
f entrance looking down the long hall toward the research area itself. 
6b. Stairs. These are the stairs that connect to Coyle's office in the 
} Administration building. They are accessed by an electronically locked 
| door that is programmed to respond to Coyle's voice print. (Electronics 8 
, to bypass) 
c 6c. Cells. These are the cells where the street kids are held by the 
| researchers until required for testing. Each cell is about 2m x 2m square 
| and made of bare metal, thé floors of which are padded tc allow at least 
: some comfort to the prisoners. Each cell is electronically locked, the controls 
§ of which are a remote unit that hangs on the belt of the security officer 
4 assigned to the complex. 
: All of the kids are reasonably clean, having been hosed down upon 
j arrival, and wear simple coveralls. Most sit in their cells in abject resignation, 
i though the newer arrivals chat to each other in low voices and talk of 
js escape. A camera mounted in the corner opposite the doorway watches 
' them. This camera is linked both to the security officer's desk (6j) and the 
| main compound Security Control Room (Security Control Building 3p). 
j 6d. Main Research Lab. The first thing noticed in this room are the 
| two Zm x 2m glass cubes in the centre of the room, each with a sealable 
1 glass door. Associated with each of the cubes is a network of pipes and 
; pumps connected to yellow cylinders marked, in black writing "Defiance" 
| and with the skull-and-crossbones recognised internationally as representing 
| poison, Around the walls of the room are work benches, arrayed on which 
| are various research items, notes, and two computer terminals, one of 
| which is linked via cable to monitoring equipment inside the glass cubes. 


Depending upon when the PCs arrive there may or may not be an 
experiment in progress. It it is during the day, there is a 4 in 6 chance of § 
this being so. During the night, it is a 1 in 6 chance. If there is an experiment 
in progress, this room will contain four or five white coated lab researchers, 
two security guards (one of them the security officer with the remote), 
and two street kids - one in each glass booth. The PCs will arrive just 
before the experiment is to start. 

6e. Containment area. These are two separate rooms from the main | 
lab area, with vacuum sealed doors. A camera inside each room can view | 
the whole room. These small rooms are used to longer term experiments. § 

6f. Toilets and showers. These are used for washing down of the | 
newly arrived street kids as well as general toilets. The smaller toilet is for 
the use of staff. 

6g. Storage. This is divided into two areas: one normal storage area, 
which is the first entered, and a cold storage area entered via alarge boltable | 
door. The cold storage is kept at O degrees Celsius, though this may be ¢ 
varied according to requirements. The normal storage area keeps general 
equipment as well as some chemicals, while the cold storage area keeps | 
the frozen food that is used to feed the street kids as well as chemicals | 
required to be kept at low temperatures. 

6h. Observation Lounge. This room contains three rows of chairs that | 
face a window (actually a one sided mirror) that looks in on the Study 
room. : 
61. Study Room. This room contains various play and work items as | 
well as a computer terminal (stand alone unit) It is used in longer term 
experiments on kids figured to be more intelligent to observe behavioural 
changes over time. 

6j. Security Guard desk. This is the desk of the security officer assigned 
to the underground complex. He carries the remote used to open the 
cells. He is in contact with the Security Control Room and may call for 
assistance almost immediately should the need arise. 


4. Research Huts. These buildings are where the mainstream research that most of | 
the compound lab staff perform is done. On the exterior the three buildings are alike, 
though on the interior they are quite different. Most of what is researched could be of | 
some interest to the players, but in-depth description of these buildings is unnecessary. 

~~, Instead consult the Research Huts Random Item Tabie if PCs choose to search the 
buildings. During the day there are approximately thirty or so staff working in and 
between the three huts. 


Random Exploration Table 


Unknown Chemicals ¥1000 
Acidic Compound ¥1000 
‘Radioactive Material ¥2500 
Empty Jars ¥O 
Unknown Firearm (18mm) ¥400 


Lab Equipment ¥1-6000 


Use this table if the PCs decide to explore the research huts. Feel free to add any 
other items you so desire. 
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The Research huts may be populated, determined by the time of day. Feel free to 


add any personell you see fit. 


Compound Map 2 - GM's Map 
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NWC Compound Matrix 


Take note that this is a self-contained system. There are no 
links to the outside world from this computer system. 

The whole system is considered Red Code, with a Rating of 
7 Ail IC are "wandering"; thus it is up to the GM to determine 
types and where the IC is at any given time. This will hopefully 
keep PC Deckers on their toes. 


1. Monitoring SPU 

This SPU and its associated I/O and Datastore are where the 
system is accessed by a monitoring Decker. GM: Make up stats 
to have a reasonably powerful decker available. 

2. Data Control SPU. 

Just simply a way-point for data coming from the Office 
SYstem (4) and the General Admin system (3) 

3. General Admin. 

Used by the secretary and with access to a printer/copier. 


4, Office System. 

This SPU controls all the I/Os for the office workers. 

5. General Access. 

Two I/O ports in the admin building with an associated SPU. 

6. CPU. 

This is the only node with permanent IC: Black 9 

7. Security Building. 

The Datastores contain all the security setups (rounds, number 
of guards etc) as well as passcodes for the computer. The I/O is 
the detection/paging unit. 

8. Research Huts. 

These I/Os service the research huts. There is a printer/copier 
attached. 

9. DataStores. 

These store all the relevant information on all research 
programs going at the compound. Also, under White Scramble 
IC 6 security, is the information on the Acorn Drug testing. 


ert Mission Alert Mission Alert Mission Alert Mission Alert Mission Alert Mission Alert Mixsoin Alert Missi 


Attention troubleshooters. Report immediately to Room 103] 
HAY sector for briefing for Mission two ex five three niner Alpha 
dash niner seven Golf. Memorize this mission number. Do not 
divert from this destination. No talking. No pushing or shoving. 
Keep all lasers holstered. Do not speak to other Citizens on the 
way. Do not go to the bathroom. Do not stop to eat. Failure to 
follow orders is treason. Serve the Computer, the Computer is 


your friend. 


Idea: Most Paranoia GM's have a “Computer voice” (as suggested in 


the Paranoia manual, page 33). Grab a handy tape recorder and record the 


rn nnn enn er ee en ee hn 


Private Conference 


Rumours: 

Roll or choose on the following table. Feel free to modify this table or 
make up anything you like. 

1. Rumour: The Computer orders have been fabricated by a Commie 
Mutant Traitor. Feel free to ignore them. (Rumours are treason) 

2. Secret Society Contact: One member of your team is an Internal 
Security Agent. (GM: Select randomly - does not matter if they are or are 
not an IntSec agent) 

3. Rumour: Roy-O-BSN- 1, your superior in (insert departmert), believes 
one of your team to be a traitor. (GM: select team member randomly. 
Also remember that failure to execute a traitor is treason. If the PC wants 
to go off in search of Roy-O-BSN-1, that's fine) 

4. Secret Society Contact: All the other citizens in your team are members 
of a secret society completely opposite in beliefs to yours. You are hereby 
ordered to find any way possibly to elimate them all. 

5. Your previous clone (if any) was executed falsely by a member of 
your team (choose randomly). False execution is treason. You just have to 
prove it. (Remember: dead citizens can’t protest their innocence) 

6. The Computer is actually completely and utterly batty. Everything 
the Computer does is crazy, including these orders. You should ignore 
them and convince all the others to do the same. 


| Play these rumours to the hilt, making it all seem very conspiratal. 
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Briefing 

When (and if) the PCs ever get to the briefing room, they will find an 
Ultraviolet officer waiting for them, accompanied by six imposing looking 
Guardbots. Anyone asking ridiculous questions, or questions about 
information they have not been cleared for, will be removed (or terminated, 
depending upon the seriousness) by one or two of the Guardbots. Usually, 
any questioning of the mission is dealt with by termination. 

The mission you have is simple. Commie Mutant Traitors have taken 
over the Sector Delta-five-five-nine Refuse Control Centre. You are to 
proceed to there and terminate any Commie Mutant Traitors you discover. 
First however you must proceed to Production, Logistics and Commissary, 
then to Research & Development to requisition extra equipment. No 


questions. Leave now. 


PLC 


Yeah right. 

Every PLC Depot the PCs come to will be closed for various reasons: 
stocktake, cleaning etc. Except for one, a small depot several sections 
away. (Maybe a little adventure just getting there?) And of course, there is 
a line right down the corridor and around the corner. The PCs may try and 
que jump, but this will start a massive brawl that may result in almost 
everyone being terminated (brawls are treason). Or they may stand at the 
back of the line, in which case the GM should keep hassling them about 
time constraints, as well as have the computer check with them every few 
minutes. 

This is really a part where GM invention comes into play. A whole host 
of NPCs are available for interaction, supposedly in some form of peaceful 
manner. Of course, the PLC clerks will attempt to be helpful, but as you 
can see, the line is long, and most of the equipment has been issued, and 
we're only a small depot, and why don't you try the next depot down, 
they're much bigger.... 

Eventually the PCs may come away with some new equipment. Maybe. 


Research & Development 


The Lab Guys have produced a new massive weapon to “assist" in this 
mission. 

MANSUL (Maximum Altered Neutral State Ultra Laser). This weapon 
is three foot long and mounted on a gyro-stablizing pack which is strapped 
around the shoulders. The power pack is carried on the back and is 
connected to the weapon by a large conductor. 

Characteristics: The MANSUL is fired by the pressing of a button atop 
the unit. Once the button is pressed, the backpack emits a high pitch 
whine that takes five seconds to build up from soft to very loud. Then the 
weapon fires, discharging a pulsing blue beam . Because the weapon has 
barely been tested, its battery pack storage is not known. (In fact, it can 
fire two shots then the weapon is useless until plugged into a power port). 
The weapon disintegrates everything in its path in a nice neat circle the 
exact size of the beam. The MANSUL takes two minutes to recharge 
between shots. 


Pump Valve 


Refuse Control Centre 


I. Entrance 

2. Main Refuse Tank 

3. Oberhead walkway 

4. Secondary Refuse Tanks 
5. Refuse Processing Units 
6. Main Pipe 


What's the catch? Well, there isn't really one. This is a weapon that, 
besides being short-lived, can prove quite useful. Of course, it destroys 
everything in its path, and its time-to-fire can cause some neat little problems. 

The R&D techs will hand over the weapon and will not demonstrate it 
or attempt to explain anything about it. Tough luck. 


The Mission 


When the PCs arrive at the Delta-five-five-nine Refuse Control Centre, 
they will find it has been taken over by Commie Mutant Traitors, of which 
there are about thirty of. These are in fact normai Alpha Complex Citizens 
who have stopped taking their happy pills and come to realise what exactly 
life is like under the rule of The Computer. They will fight ferociously, 
though one or two will attempt loud monologues (how did that one get a 
megaphone?) about how The Computer is wrong, The Computer is bad, 
The Computer sucks the big one. Of course, any PC who agrees with them 
may feel the need to join them. Agreeing with Commie Mutant Traitors is 
treason. 

There is something a bit more special waiting in the Refuse Control 
Centre however. Some time ago, one of the Refuse Workers dropped a 
small octopus-like creature into the main refuse tank. Don't ask how it got 
there: questions are treason. Anyway, the octopus-like creature grew to 
like the Refuse that Alpha Complex produced and, needing to survive, 
naturally ate it. And grew...just a little... 


Side-On View 


HEUEEUORROGUOQUAGUOGDOUUOQUAAUEUEAUOOQNOUNOOGUOGNNOUNGGNOUGGOROUOUINGGUUOGUEEOOOUIGT 


Inside the main tank is a HUGE octopus-like creature, watching and 


waiting for anyone to come within it's reach on the walkway so it can grab 
them and exact some little revenge on humanity. 

Of course remember, the PCs have never seen an octopus before (unless 
one has appeared in another adventure.) So they wont know what the hell 


is takinng both them and the Commies off the walkway, except it's got long 
pink arms with wet, suction-thing on the end. 


There is an important point to remember. All of the equipment in the 
Delta-five-five-nine Refuse Control Centre is the property of The Computer 
and, of course, damaging the property of The Computer is treason... 


The Debriefing 


Well, should there be one? The PCs have probably killed off all the 
Commie Mutant Traitors, and maybe even the slimy creature. They have 
most probably also wasted lots of Alpha Complex equipment. The PCs 
will be interrogated, at great length, about why they damaged the property, 
how they did it, and what they think their punishment should be. Then, 
unless they bootlick to great effectiveness, they will undoubtedly be all 
told to report to the Termination Rooms. What the PCs do after that is 
completely up to them. Of course, if they are loyal friends of the Computer, 
they will follow The Computer's orders and report to the Termination Room. 
If they run to avoid termination, then of course they are traitors.... 
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THE GAMEMASTERING ART 


By Fastjax 


Just what makes up a good GameMaster? Is it good imagination? The 
ability to act well? A fast thinking mind? 

In truth, it’s all these and more, preferably balanced out inside a person. 
Of course not everyone has these wonderful talents, but this should not 
exclude them from GMing if they want to. This is why this article has been 
written; to offer hints, tips and tricks to GMs, novice and experienced, on 
how to become better at their job. 


SCENARIOS 

The most logical place to start when talking about being a better GM 
is scenarios. After all, it is (usually) the GM who writes these adventures. 
So in designing an adventure for PCs, what should a GM consider as 
important? Here i have included some points: 

OBJECTIVES 

Always a good place to start. Of course the basic goal for any player 
in any adventure is pure survival, however above and beyond that the team 
may have set tasks for themselves, and individual PCs may have their own 
agendas. All these should be thought about when a GM considers what 
objective he would like to set for the adventure. Of course, this may have 
to be changed half way through; one of the talents of a GM is being able 
to throw aside the written adventure (see Off the Cuff below). 

When designing an adventure, set objectives that you know the PCs 
will like, and would strive to achieve. You may wish to include some aspect 
of individual achievment as well; dragging something up from a PCs past is 
always a good one. 

MOTIVATIONS 

You have spent the better half of two weeks putting together an 
adventure for the players. You're confident they will enjoy it and get 
something out of it. Finally, you hand them the chance to go do it. 

“Sorry, can’t do that at the moment.” 

This is a difficult situation, and best solved by asking the players why 
they don’t want to take the adventure. There may be small things that can 
be altered to provide that extra motivation. A little more money? 
Equipment? Someone to teach new skills? 

Once again, PC backgrounds can enter here, and a good GM should 
always be aware of any background that players have developed for their 
character so that motivations for adventures can be gleamed from it. 

OPPOSITION 

Of course standing between the duly motivated PCs and their objective 
is the opposition. This does not necessarily mean Non-Player Characters 
either. Opposition can be anything from a wide river or tall cliff right 
around to some rather obscure magical or mechanical effect. Of course, 
these obstactles may have absolutely nothing to do with the real objective, 
but are simply there to make the PCs lives difficult as well as to keep them 
thinking. 

The classic opposition however is the Anti-Hero. This is the Non-Player 
Character who keeps turning up every now and again in the lives of the 
PCs, making things difficult for them. Perhaps he has a personal vengeance 
against them? Or perhaps he just has his fingers in many pies and they 
keep meeting him by pure coincidence. (An example of this kind of character 
is Max Gruber from “The Acorn Drug” and “Tesing Grounds”. As long as 
Gruber survives, he should continue to be a nemesis toward the players - 
especially if they keep spoiling his best laid plans). Of course this may 
build up eventually until the one big final showdown - and a legend that 
will be retold for years is born. 
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BUILDING UP 

You have collected together the basic components of an adventure, 
and now must work to “flesh it out” by figuring out such things as what to 
present to PCs and what to keep secret, as well as finer details such as 
maps, treasures, encounters etc. 

Adding Colour 

A good adventure should capture the player’s imaginations, so that 
they can see and almost feel the surroundings their characters stand in. 
Unfortunately, not ail players get into the “swing” on things and this can 
often result in a very frustrated GM. So, add some fire to your descriptions. 
When you're explaining something, don’t just say, do! Give NPCs accents 
and exaggerated hand motions. Use sound effects (an example being one 
I use: in modern games, I don’t tell PCs “you hear helicopters approaching”. 
I just sit back while they are talking and start making soft noises like the 
blades of a flying helicopter, slowly increasing in volume. Try this little 
trick - soon enough you will have the PCs hanging on every little noise you 
make). 

Use props. If in the adventure the PCs are supposed to find a slip of 
Paper with writing on it, then hand them an actual piece of paper with the 
writing. This can keep your PCs entertained for hours. An example of this 
are screamsheets from games like Cyberpunk. A little time spent writing a 
screamsheet up, with various articles containing both pertinent and irrelevant 
information, can esult in hours of entertainment as the plaers pour over it 
searching for clues. 

Of course, adding colour to the game should not stop at the GM. You 
should encourage the players to add their own colour by perhaps creating 
their own distinct character traits (accents, lisps) and using them whenever 
speaking “in character”. They should be encouraged to develop the 
backgrounds that you, as the GM, may draw upon for adventure and 
motivation ideas. If the PC has a younger sister, have her call suddenly out 
of the blue in desperate need of a hiding place. Perhaps she's being chased. 
The possibilities are limitless. 

The Conspiracy Theory 

Consideration should always be given to the idea that perhaps every 
adventure the PCs take part in is actually a part of a bigger plan, a massive 
conspiracy. This works best if only one or two clues are dropped about 
this every adventure, when eventually PCs will be looking for those clues 
to try and piece together something they know is a bigger puzzle. This 
can also be an added bonus to adventures that have absolutely nothing to 
do with the conspiracy involved. And of course, every conspiracy has its 
mastermind... 

At the other end of this scale however is The Equalizer. Like the TV 
show with Edward Woodward, the equalizer is merely there to help out 
when things get a little beyond the abilities of the PCs. The temptation to 
go too far however should be resisted. When an equalizer starts to take 
over the game and do the adventure for the PCs, it’s time for that equalizer 
to conveniently disappear. 

Secrecy 

One suggestion for GMs to use is the idea that what a PC would know 
is only what a player should know too. This is especially important with 
things like Target Numbers. When a player states that his character is going 
to shoot at another, the GM should work out the appropriate numbers and 
then try keeping the number secret. Get the player to roll and tell him if he 
has hit or not. This avoids giving the player more information than he 
should know, as well as allowing the GM to “fiddle the numbers” should 


we 


the need arise. However, even just asking for the dice roll can give away 
information; when nothing is happening and the GM asks for a roll, the 
players quickly figure something is going to soon occur. Of course this 
can be turned around to the GMs advantage; asking the players for dice 
rolls, observing the roll, scribbling a short note and smiling to yourself 
when you know nothing is going to happen anyway is a sure way to keep 
players paranoid, as well as not allowing them to distinguish between real 
and fake rolls until it is too late. 

Another way to keep players guessing is avoiding describing in too 
much detail things that are important but would not normally be noticed 
as being so straight away. For example, there may be a tapestry hanging 
on the wall of one of the castle’s bedrooms. It is just like all the other 
tapestries that hang around the castle, except it hides a secret door. 
However, if you have described the other tapestries as just that, “tapestries”, 
then going into deep detail about the picture, the thread, the hanging etc 
will clue the players off that something about it is important. Describe it 
like you would describe anything else; and if a PC examines it more closely, 
then you can move into the detail. 

So there are some ideas for actual adventuring. Now I'm going to 
look at different ways GMs can improve themselves generally, in all aspects. 

KNOWLEDGE 

The players may know only part or none of the actual rules of the 
game. This is fine, and sometimes the less known by the players the better. 
However you as GM should be fairly familiar with the system - not word 
for word, of course, but you should know it well enough that you do not 
need to continually refer to the rule book for such common place things 
as say Combat. This applies to the current adventure as well, even more so. 
Knowing the adventure will save the deadly dull moments when you have 
to search through papers looking for that one important fact. 

OFF THE CUFF 

Keep in mind that the PCs clo not always follow the best laid storylines. 
Something may distract them and off they will go on a tangent far away 
from what you expected. GMs should be discouraged from making overt 
efforts to get the PCs back on track; saying “you can't do that” is annoying 
to the players. Instead, GMs should get experience at inventing things “off 
the cuff”. For example: you describe a street and mention that there are 
several bars along it. You expect the PCs to just keep moving, but instead 
one suggests they go into one of the bars for a quick drink. Quickly, you 
have to invent a bar - a name, a look and feel, various patrons, a bartender 
and perhaps an owner. And from there, the PCs could find themselves in 
a bar brawl. Absolutely nothing to do with the adventure planned, but a 
whole lot of fun anyway. Experienced GMs usually find this kind of thing 
easy to do, but inexperienced GMs may find it difficult at first. Don’t 
worry, over time it will come. 

AWARENESS 

As GM, you have a lot of things to keep in mind when running a game. 
You have to keep track of what players are saying to you as well as what 
they are doing, where they are, and what any NPCs are doing at the time. 
Keep a pad handy to jot down notes about things. This can also be helpful 
later, for you never know when a NPC that the playes merely brushed 
aside as nothing in one adventure may turn up in another, fired up for 
revenge. 

REALISM 

Remember that although the game world is in everyone's imagination, 
it is supposed to be a reflection of a “real” world. Therefore, NPCs have 
feelings and goals too. Animals have habits and instincts. By placing just 
enough of the “real world” into your game to be comfortable, the game 
itself has more depth and enjoyment. 

TOUGHNESS AND KINDNESS 

For the players to be kept interested you have to challenge them. New 
obstacles, new threats that get harder as the PCs themselves get tougher. 
Players should not be given adventures that are a “walk over” (though 
those do prove refreshing now and again) but not a normal adventure 
should succeed reasonably okay. On a tough adventure, that comes back 
to just suceeding by “the skin of their teeth’. 


Death is something that is a difficult situation for PCs. A GM should 
not be afraid to kill characters, however it should always be the character’s 
fault that it happened; killing a character should never occur just for the 
“fun” of it. A bad roll; being in the wrong place at the wrong time, or the 
player just being down right stupid; there are lots of situations that death 
of a PC could occur. However, | believe a PC should die when there is no 
other choice. At other times, a GM may want to fiddle the roils a little in 
the PC’s favour. Taking a PC to the brink of death and then having him pull 
through is exciting for players; having the PC die can be downright annoying 
as well as depressing. A GM who counts his achievements in the deaths 
of PCs will soon find himself without players. 

FLEXIBILITY 

This continues somewhat from “off the cuff” but more deais with rules 
and the system than the adventure. If a player wishes to do something not 
covered in the rules, don’t refuse just because of that. Think about it. 
Examine the PCs sheet and determine any skills, attributes etc that may be 
closely related. Then also inform the player of his chances i.e “pretty good” 
or “horrible”. It is up to the player themselves then to decide if they want 
to attempt the action. 

Of course, this may require you to make new rules in your game. This 
is fine, and in fact is something every GM should do. Such “house rules” 
are part and parcel of gaming, but a GM should make it clear to players 
what “house rules” are being used, especially to new players. If you do 
make a house rule, stick to it. Drastically changing the rules is like changing 
the Real laws of physics. Of course, bending them is encouraged... 

AUTHORITY 

As GameMaster, you are essentially “God” to the world you create, 
and thus the players. This does not give you licence to act like a God, no! 
However, it does mean that what you say goes. At one time or another 
players will disagree with you, and you may decide that perhaps they are 
right. That’s fine. You make your decision and stick to it. But if you believe 
they are incorrect, the final decision is still yours. If this makes players 
uncomfortable (especially if they have had several protests overturned) 
then talk with them after the end of the session and find out more about it. 
Try to avoid arguing about the rules in the middle of a session, because 
then everyone gets upset and the fun goes out of the game. Leaving it 
until the end of the session gives time for tempers to cool. 

Of course, hand in hand with is is the fact that you as GM must know 
what is going on. Therefore, a player must tell you. They cannot simply 
“do” things and accept them as done. For example: a player wants her 
character to climb a rather broken-down ladder on the side of a silo. The 
first the GM hears about it is when the PC attempts to do something on 
top of the silo. This is a situation where the GM has to say “you haven't 
done that” and back the situation up. Perhaps the GM wanted anyone who 
attempted to climb the ladder to roll to see if it broke. What this ail means 
is that you as GM must encourage your players to inform you of their 
actions when they want to do them. 

MAKE IT FUN 

Role playing games are entertainment. Therefore, they have to be 
enjoyable to everyone concerned. A player may enjoy seeing their character 
advance or vanquish a foe; the GM may enjoy presenting the problems to 
the PCs playing the various NPC roles. It is very easy to forget, especially 
in the heat of the moment, that you are all playing the game to have fun! If 
it isn’t fun, then you must stop and ask yourself, and each other, why it 
isn’t. What can be changed. Everybody gets tired, or bored, or just 
depressed. So figure it out, do what has to be done, and continue on. It’s 
only a game. 

Hopefully this article of hints will be of use to GMs, experienced or 
not, in improving their own games. Of all of the ideas I have presented 
however, | believe the last to be the most important: have fun. Enjoy yourself. 
If you the GM are enjoying yourself, then it’s a fair bet your players will be 
too. Good luck! 
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Melbourne By NiGHT 


S Services - Ambulance 


This once fully government owned and operated service died when 
full deregulation entered in 1997. Initially it split into five competing areas 
- two country, three metropolitan. Then it moved to outright chaos as 
individual stations began to declare themselves independent. There are 
literally hundreds of small, sometimes even just one unit ambulance 
companies within the Melbourne Metropolitan area, always competing with 
each other for coverage of an accident - sometimes with bioody results. 
The service styles differ. The larger companies usually only service 
individual contracts, though they also offer “package deals" to other 
companies and even sometimes whole suburbs, though this is usually left 
to the smaller companies actually based within the suburbs they watch 
over. 

Government: There are only a handful of fully government operated 
ambulance units left in the city; staff numbers are under 500. Most of 
these service “low-life” areas where no one can afford to subscribe to a 
bigger private company. As such, government units are hopelessly 
overworked and underpaid. Most of the government units have armoured 
vans and weapons, however they are no where near the class used by the 
private and corporate units. 

There are not many notable members in Government service. The 
most well known (thanks to the "City Streets" TV stories by investigative 
reporter Julie Waters) is Station Officer John "Skippy" Wegner and his crew 
from station 22. Wegner runs his station to the best of his abilities, but he 
is more known for his eccentricities - brightly painted ambulances that 
match the colour of his shock of orange hair, and a definitive siren that is a 
mix of air raid horn and a "battle stations" klaxon. After the TV stories, 
Wegner has become somewhat of a celebrity. 


Credits 


Design: 

Jeremy Baker 
Derek Clarkson 
Fastjax 

Marius Gleeson 
Anita Kecskes 
Jeremy Sadler 
Spartacus 


WRITING: 
Jeremy Sadler 


Corporate: Some individual corporations maintain Emergency Rescue 
Teams. Essentially these are just Corporate Security Officers trained in 
Medical treatment and given special equipment. These officers are usually 
assigned on a case-by-case basis, which essentially means that if a top 
executive is in trouble the corporation sends the very best. Of course, 
most top executives have contracts with Medic companies dedicated to 
emergency rescue and thus the corporate team is usually beaten to the 
scene. 

The best known, and most feared, are of course the ERTs of the Sumusai 
Corporation. Sumusai is the only corporation in Australia that maintains its 
own professional Emergency Response Teams full-time. The appearance 
of the distinctive blue and red uniforms of Sumusai, coupled with their 
exclusive use of helicopters or aerodynes, is sure to clear up most areas 
enough for them to extract personnel in danger. Sumusai ERTs are not 
permitted to contract outside. 

Private: There are hundreds of different private companies running 
ambulance units. These vary from one vehicle back yard outfits (which 
come and go with regularity) to large national companies (corporations in 
themselves). Individual hospitals also often run their own private units. 
Private units tend to be highly trained, highly motivated and extensively 
equipped, though not usually as well as their Corporate cousins. The largest 
of all is MediSponse, which holds the contracts of the most number of 
people as well as most corporate contracts within Melbourne and several 


whole suburb contracts. 


Goverment Officer 


Shadowrun Cyberpunk 
Body: 2 Intelligence: 5 | 
Quickness: 3 Reflex: 6 
Strength: 3 Tech: 7 
Charisma: 9. Cool: 5 
Intelligence: 4 Attractiveness: 3 
Willpower: 2 Luck: 4 
Reaction: 3 MA: 4 
Body: 4 
Empathy: 5 | 
Skiils: 
Etiquette (Street) 2 
Firearms 1 Skills: 
Neighbourhood Know 2 MedTech 3 | 
Car 2. Awareness/Notice 2 
BioTech (First Aid) 3 Pistol 1 | 
Basic Tech 1 
Cyberware: Driving 2 | 


Datajack 


Gear: Gear: 


Ares Predator II or similar Sternmeyer Type 35 or similar 
Light Armour Flak Jacket 
First Aid Kit Flak Pants 
First Aid kit 
Description: 


As they say, "government's better than nothin'" and this is reasonably | 
true. Most of these people are hard workers trying to save lives as | 
best as they can. They carry weapons for self-defense purposes only. 


Vehicle: 
Usually some kind of armoured van equiped with enough medical 
equipment to keep the patient stable until they reach a hospital. May 
have a machinegun mounted on top. 


MediSponse 


History: MediSponse Pty. Ltd. began as a small 

two vehicle unit after Station Officer Keith Mitchell 

resigned his position in the Ambulance Service and 

bought out the station he had previously commanded. The 

station performed well enough to stay open but never 

brilliantly. Mitchell attempted to run the whole operation himself, and 
he had enough business sense to just keep the company afloat. The 


| bank was pressing at his door, and he needed some major assistance in | 
| ahurry. In stepped Dr. Michelle Coyle, a young and brilliant Medical 


| Doctor who saw a future in Emergency Response contracts. The 


| daughter of a rich media magnate, she purchased MediSponse | 
completely, offering Mitchell the money he couldn't refuse - and still | 
allowing him to stay on to do the work he loved. Dr. Coyle began a | 


campaign to buy out nearby opposition, cutting them of their 
"driftwood" and incorporating the new streamlined business into 
MediSponse itself. Unfortunately, Keith Mitchell did not live to see his 
| dream become reality. He died while attempting to rescue a government 
official one year after Dr. Coyle purchased the company. In memory of 
him, the MediSponse Headquarters Building is dedicated to him, and 
| the foyer contains a plaque stating such. Since then, Dr. Coyle has 
overseen the increasing importance of her company. She carefully chose 
a business consultant to help her when her business skills were not 
| enough, and MediSponse has thrived to become the most recognised 
of all ambulance companies as well as the most respected. Several 
years ago Nigel Hawthorn of Australian Securities Limited approached 
Michelle Coyle and made an offer of mutual beneficial training and 


cooperation. After carefully considering the offer, Dr. Coyle agreed, | 


and relations between the two corporations have grown. There were 
even rumours of a possible relationship between Hawthorn and Coyle, 


though these are unsubstantiated. Recently, ASL has been buying more | 
| and more shares in MediSponse, and it is believed there are concerns | 


among the upper management that this is going to herald a takeover 
attempt. 

Service: MediSponse deals exclusively in Emergency Response 
Teams. These are highly trained and motivated professionals, equipped 
to the best the corporation can afford. The service operates in a similar 
manner as the Trauma Team/DocWagon units overseas. There are almost 
forty different subscription levels and types to choose from, offering 
different services and deals. 

Interests: It is not known what investments MediSponse has made 
in other companies; that information is a well kept secret. It is believed 
Dr. Coyle has made careful investments into rival companies, always 
making sure to keep "one foot in the door" for takeover purposes. 

Headquarters: MediSponse bought the aging State Bank/ 


Commonwealth Bank Building on the corner of Bourke St and Elizabeth | 


St, updated it, and called it home. The building has a readily accessible 
underground car park with plenty of room for ERT vehicles. The building 
contains full medical facilities as well as several operating theatres. 
Director: Doctor Michelle Coyle MD is a tall, athletic, fair haired 
woman who wears glasses. She enjoys working as a doctor, and often 
drops in on the operating theatres to "lend a hand", though she does 
not conduct surgery by herself any more. Occasionally when the mood 


takes her she slips out with one of the ER teams on low risk assignment | 


just to remind herself about what the street is like. 

Employees: MediSponse has approximately 25,000 employees 
nationwide. Of that number, 70% are Field Operational (officers, nurses, 
doctors etc). In Melbourne itself there are approximately 6,000 
employees (5,000 field personnel). 

Uniforms: Dr. Coyle runs a "relaxed ship" (as she calls it) and thus 
permits employees to wear their choice of a range of MediSponse 
uniforms, all with distinctive MediSponse patches and logos. 
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| Gear: 


| Micro-transmitter 


| Shadowrun 
| Body: Intelligence: 


MediSponse ER Team 


Shadowrun Cyberpunk 
Body: Intelligence: 
Quickness: Reflex: 
Strength: Tech: 
Charisma: Cook: 
Intelligence: Attractiveness: 
Willpower: Luck: 


Reaction: MA: 
Body: 


Empathy: 
Skills: 
Etiquette (Street) 
Firearms 
Unarmed Combat 
Car 
Armed Combat 
BioTech (First Aid) 


Skills: 

MedTech 
Awareness/Notice 
Karate 

Pistol 

Rifle 

Biology 
Cyberware: Driving 
Usually smartlink, eyes, armour, muscles, reflexes or something similar. 
Gear: 

Sternmeyer Type 35 or similar 
Arasaka Rapid Assault 

Heavy Armour jacket 

Flak Pants 

Transmitter 

First Aid kit 


Ares Predator II or similar 
Enfield AS7 (in vehicle) 
Full body armour 


First Aid Kit 


Description: 

ER Officer are well trained professionals who find respect in the job 
they perform. They will resort to weapons use in defense of their 
charge and the ER Doctors, though this will usually be in proportion to 
the amount of force being used against them. 


MediSponse ER Doctor 


Cyberpunk 


Quickness: ; Reflex: 
Strength: Tech: 
Charisma: Cool: 
Intelligence: Attractiveness: 
Willpower: Luck: 


Reaction: MA: 
Body: 
Empathy: 


SN OWAAN O ~1 0 


Skills: 
Etiquette (Street) 


Firearms Skills: 
Car MedTech 


BioTech (First Aid) Awareness/Notice 
Cyberware: Pistol 


Datajack, Cyber Medi-arm. Biology 
Driving 


Gear: 

Beretta M101T or Narcojet 
Light Armour 
Micro-transmitter 

First Aid Kit 

Trauma Kit 


Gear: 

Sternmeyer Type 35 or similar 
Flak Jacket 

Flak Pants 

First Aid kit 

Trauma Kit 


Description: 


| The Mobile Doctors travel with ER Officers to the scene of an incident 


when an alarm has been raised. The doctor is equally at home on the 
street as well as in the surgery when attending to patients. He has 
been trained to use a weapon only in self-defense or the defense of 
his patient. 


Vehicle: 

Most often, MediSponse officers will use a helicopter or an aerodyne 
to reach a scene as quickly as possible. Ground units are often also 
dispatched as backup, as well as already being on the way should the 
air unit have difficulty landing. Individual vehicles vary, so choice is 
best left up to individual GamesMasters. 
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SUMUSAI CORPORATION 


SUMUSAI CORPORATION 


Electronic and Computer Research, Development and 
Manufacturing. 
Headquarters: Sumusai Arcology, Melbourne, Australia 


Regional Offices: Tokyo, Berlin, New York, London, 
Seattle, Cairo, Seoul, Saigon, among others. 


Major Shareholders: Tohirito Sumusai II, 58%; Ankei 
Sumusai, 15%; Board of Directors, 20%; Public, 8% 


Employees: Melbourne 67,000; World wide 624,000 


A BRIEF HISTORY 


Sumusai began as a small family business in the late 1950's, during the 


boom period after World War Il when US money poured into Japan to 
assist in its rebuild. Ashiri Sumusai, a survivor of the Nagasaki atomic 
bomb, and his son Tohirito, an ex-soldier, approached the US consulate 
general for a grant to open an “electrical products” company, specialising 
in televisions and radios. The money was granted, and combined with 
Ashiri's not inconsiderable funds he had wisely invested overseas prior to 
the war, Sumusai Electrical Manufacturing became reality. 

The company initially performed well enough to stay open, operating 
one factory out of Tokyo. The big boost came with the invention of the 
transistor; Sumusai were one of the first companies in Japan to embrace 
the new technology. Soon enough, Sumusai had an edge on all its 
competitors in the local market, and with the extra money Ashiri opened 
new factories in cities across the country, as well as several internationally. 
In Japan, the name Sumusai became almost synonymous with electronics. 

Finally, however, the radiation released by the atomic bomb caught up 
with Ashiri Sumusai; a year after watching his wife succumb to cancer, he 
himself died of the disease. His son Tohirito, already in his sixties, took 
over as head of the company. 

This did not sit well with Ashiri’s second son Yokita, an ex-Imperial 
Navy officer, who believed his brother too old and brittle to run the company 
in the ever increasing competitive world. When Tohirito refused to budge, 
Yokita broke all the rules of the corporation by speaking out publicly against 
him. The final straw for Yokita was when it became known he was grooming 
his daughter Ankei to lead after him; Yokita split with the corporation, 
taking several powerful board members with him. 

Thus began a bitter feud between Tohirito and Yokita as the younger 
brother fought both a legal and illegal battle to regain control on the family 
corporation. The feud continued until Tohirito’s death bed, when finally 
the two brothers reconciled; Yokita rejoined the corporation as a “prodigal 
son” and remained loyal until his own death several years later. 

After he father’s death, Ankei Sumusai became the new head of the 
corporation. Though most of the board members were hesitant to accept 
a woman as their leader, they much preferred her groomed expertise to 
the playboy extravagance of Tohirito’s only son, Masai. Under Ankei’s 


wise and thoughtful control the corporation flourished, and most of the 
doubts were quickly put aside. 

It was during Ankei’s time in power that the worst conflict Sumusai 
had ever to face erupted. Several of the larger Japanese corporations were 
concerned about Sumusai’s growth, and worked together to keep the 
corporation down. Ankei discovered the other corporation’s plans, but 
being based within such close proximity of the giants aligned against her, 
she could do little. It was at this time that her father’s brilliance struck her; 
he has established a firm corporate base in Melbourne, Australia. The 
country was close enough to home to provide good communication and 
relations, and yet was outside much of the sphere of influence of the larger 
corporations. With a stroke of her pen, Ankei moved the whole family 
power base to Australia. 

It was shortly after this that the series of personal blows to the family 
occurred. Masai Sumusai, still leading his fast paced life, was killed in the 
Tokyo Grand Prix. It is said that this event upset Ankei much, for she 
adored her brother, and it was soon after this time that she began to have 
emotional outbursts so out of character with her. 

Misoko Sumusai, only son of Masai, disappeared from the family 
corporate arcology several years after his father’s death. It was believed at 
the time he blamed his aunt, Ankei, and the memory of his dead grandfather 
for the death of his father. He would not reappear for some years, until 
eventually coming to public notice as a senior executive in a company 
known to be a front for the yakuza. In the intervening time, Ankei Sumusai, 
prone to more and more attacks of emotion, finally took the advice of her 
doctors and retired from her office, appointing her son Tohirito Sumusai Il 
as the new corporate head. Tohirito had been carefully tutored since a 
young age to become the new leader, and he took the post with confidence 
that some said bordered on being too-aggressive. Even so, Sumusai has 
prospered even further under his hand, while he has been training his only 
child and daughter, Okonawa, to take over from his when he has to retire. 

Meanwhile, Misoko has moved up to become head of the rival 
corporation - and acknowledged ruler of the yakuza gangs. An uneasy 
peace exists now - but how long that will last is anyone's guess. 


CORE SECTIONS 


There are three Core Sections of the Sumusai Corporation. They are as 
follows: 


SUMUSAI MANUFACTURING 


The largest and most highly funded section of the Corporation, it is 
also the section that the Sumusai family place their most emphasis on. 
Sumusai manufacture a whoie wide range of products, mostly electronics, 
though occasional steps into other areas such as vehicles have been mildly 
successful. Also, with many other manufacturing companies and combines 
knocked about by world events, there was a huge abundance of ripe 
floundering companies. Sumusai collected a large number of these 
companies and under skillful management has turned them back into 
profitable ventures. 

Sumusai own and operate the Sumusai Manufacturing Park north of 
Melbourne, a large collection of factories and workshops. 

Typical products manufactured by Sumusai are: 

Attached to Manufacturing is Research & Development. This could 
almost be a core section in itself, though Sumusai have always directed it 
to remain under the manufacturing portfolio. Not much is known about 


ANKEI SUMUSAI 
Age: 98 


Though she officially retired as Chief Executive Officer fifteen years 
ago, Ankei has never fully lost control of most of the corporation. Many 


of the board members still remain fiercly loyal to her, despite her son’s 
best efforts. She still has some sway over Tohirito as well, and often 
servants and medial staff attending Ankei will hear the two having 
heated discussions - with the old woman giving as good as she gets. 

Despite her body being old and decrepid, Ankei’s mind is still 
reasonably sharp, though she is prone to emotional outburts and 
rambling monologues that doctors attribute to the tramua of her 
brother's death and her advancing age. She never leaves the arcology, 
and moves about her personal quarters in a wheelchair, attended 
constantly by a nurse and a medical team on twenty-four standby just 
minutes away. 


the R&D department, though there are rumours abounding about a possible 
attempt to enter the Arms market (sure to cause concern among other 
corporations) as well as talk of Robotics and Genetics research well advanced 
of anything else available. It is believed that Sumusai managed to recruit 
one or two of the geneticists that abandoned the Tyrell Corporation after 
the collapse of the Replicant market. 


Auo Teller 


Average Sumusai Bank 

Because of their desire to represent a “Bank for the People”, Sumusai 
have not adopted the idea of “virtual banks”1 as most other corporations 
have but instead keep open actual branches. 

Security for a branch will depend upon the location, though it is always 
to a high standard. 

1, Main Door. This is the only glass in the facade of the branch, and it 
is armoured (SPS: 15/BR: 8). The surrounding walls are usually two foot 
ferrocrete (SPS: 25/BR: 30) The main door is observed by a security camera 
mounted above it. 

2. Client Room. This is the large “reception” area, kept spotlessly clean 
and always supplied with the necessary materials. It is observed by three 
security cameras. 

The automatic tellers are used by clients to “cash up” their credsticks 
or credit chips, or one unit may be used to withdrawl cash. Idenitifaction 
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SUMUSAI BANK 

After manufacturing this has to be the next most visible-to-the-public 
core section of the Corporation. Sumusai maintain a large network of 
banks worldwide that cater for accounts from the highest corporate level 
to the lowest middle class. Sumusai have tried to keep an image of “The 
Bank for the People” by making careful decisions about investments. 

Within Melbourne, Sumusai Banks are as common as banks of the 
1990’s. They are usually heavily secured, and do not maintain constant 
matrix links with the exterior world but “pulse” the information at random 
times, usually under the watchful eye of a Sumusai Security Matrix Operative. 


SUMUSAI SECURITY 

The smallest of the three core sections and also the least open to 
public inspection. Under the intelligent and inspired leadership of Master 
Kiwachi, Sumusai Security has become a potent corporate security police 
and strike force. 

Sumusai Security is divided into five sections. 

Police 

The Sumusai Corporation provide their own police to areas of the city 
considered to be under their control. In Melbourne, this includes most of 
the Central Business District, the Manufacturing Park, and some other areas 
that Sumusai actually has obtained contracts to. The police are all highly 
trained professionals, armed and armoured well, and are considered some 
of the best police units in the city (narrowly outdone by Australian Securities 
Limited). Police are the most public of the three Security Sections. 

Response Time: 2 - 8 minutes 


routines are via SIN and PIN numbers (the PIN number allocated by the 
bank). Doubts in identification are taken to the branch manager who will 
supervise DNA testing by a mobile unit (though each of the staff are trained 
in the taking of samples, it is not their primary function). 

3. Staff Room. The staff (usually six or so) use this room to perform 
their work. Each person has their own desk, and the area is open to promote 
communication. The staff also service the automatic tellers (a) and take 
turns at answering enquiries at the information desk (b). None of the staff 
are authorised to open the cash safe in the Security Room, nor even to 
enter that room unaccompanied. 

4. Security Room. This room contains the monitors for the cameras as 
well as the matrix control area and, electronically locked inside the safe, 
the branch main computer. The walls around this part of the building are 
extra hardened (SPS: 30/BR: 35) and the electronic lock on the safe door is 
a completely isolated computer requiring some excellent skill rolls (target 
numbers left up to the GM, but they are high). None of the staff in this 
room can open the computer safe, though the cash safe may be opened 
by one of the Matrix Controllers and the Manager in tandem. The electronic 
lock on the entrance to this room is of the same design. 

Stationed at all times inside this room are four security officers and 
two Matrix Controllers. One guard is in control of the automatic gun 


mounted in the ceiling of the client room, operated from Camera 1. Upon 
activation of the automatic gun a hardened armoured plate (SPS: 20/BR: 
18) slides down to block the Main Entrance to the bank and the Information 


Desk window. 

5. Staff canteen. Contains refreshments and a small toilet. 

6. Manager's Office. This contains one repeater screen for Camera 1 
from the Client Room as well as the manager's desk, chair, computer terminal 
and associated items. The Manager and one of the Matrix Controllers 
must both authorise opening of the safe to get cash for the one machine 
that uses it. The Manager can not open the computer safe. The Manager's 
office contains a small safe in the floor, the location of which is only known 
to the manager and the lock of which is keyed to his voice and finger print. 
In this are stored any hard copy or cartridge records of importance. 


Sumusai Police Officer 


Shadowrun Cyberpunk 

Body: 4 intelligence: 8 

Quickness: 6 Reflex: 9 

Strength: 6 Tech: 4 

Charisma: 4 Cool: 9 

Intelligence: 5 Attractiveness: 6 

Willpower: 4 Luck: 6 

Reaction: 5 MA: 8 
Body: 8 
Empathy: 8 

Skills: 

Etiquette (Corp) 3 

Firearms 5 Skilis: 

Car 3 Combat Sense 9 

Unarmed Combat 4 Awareness/Notice 5 

Armed Combat 4 Pistol 7 

Procedures 5 Submachinegun 6 
Interview 4 
Driving 4 

Cyberware: 


Datajack, smartlink, eyes, armour, perhaps muscles. 


Gear: Gear: 
Ares Predator I] or similar Colt AMT Model 2000 or similar 
Uzi Ui Arasaka Minami 10 


Full Body Armour Metalgear 
Micro-transmitter Transmitter 
Handcuffs Handcuffs 
Description: 


Sumusai Police are trained very much like normal people, except to a 
higher standard. They are also taught to be respectful to all, so that he 
does not bring shame down on the Corporation. He will not hesitate 
to use weaponry, however it is usually relative to the force being used 
against him. Overuse of force, once again, brings shame to the 
Corporation. 
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Vehicle: 
Armoured Cars are the normal beat patrol vehicle. Sumusai Police are 
equipped with all other sorts of vehicles for any situation. 


Corporate Security 


This is the largest of the three Security Sections and also the most 
secretive. Sumusai have learned not to trust other corporations when it 
comes to security. The considered opinion is that no matter how much is 
paid, it is still not enough to match true loyalty. Therefore, they tend to 
recruit from the lower end of society, spend a lot of money on cybernetics 
and training, and give the person a life much better than they could have 
hoped for previously. In return all they ask is loyalty. And they get it. 
Corporate Security is divided yet again into a further three parts: 

Protective Services 

This department of the Security Section provides the compound and 
arcology guards, personal bodyguards, and specially trained security 
consultants. Most of their work is internal, though Protective Services is 
allowed to external contract their manpower as long as it does not detract 
from the security of the Corporation itself. 

Melbourne Personell: 8,300 

Information Services 

InfoServ (as they are known internally to the corporation) provide all 
the security for any dealings made within the Matrix/Net. Once again they 
tend to recruit from the dregs of society, especially the young, and train 
and equip them especially. This tactic is very successful, as rarely does a 
infoServ Operative go renegade against the Corporation. All the personell 
are treated weil, for they are important in the eyes of Sumusai. InfoServ 
are not permitted to contract externally. 

Melbourne personell: 1,000 

Field Operations 

Ops, as they are known, is a sensible name for the most guarded and 
secretive of any of the Sumusai departments. In Ops are trained the warriors, 
the Sumusai Soldiers who would willingly die in the service of their 


TOHIRITO SUMUSAI TI 
Age: 69 


Only son of Ankei, Tohirito took over power when Ankei voluntarily 


retired fifteen years ago. He had been groomed since a young age by 
his mother and her most trusted advisors to be the new head of the 
company, and he is confident and ambitious. Some say he shares in 
the brilliance of his namesake, his grandfather, though ail agree he 
does not have the same warmth. Tohirito is coldly efficient, and he 
fully knows how much of an influence Sumusai has in the corporate 
world; his aim is to take the company right to the top. He has been 
frustrated however by some board member's continual references to 
his mother; though he knows they mean no direct disrespect to him, 
it still upsets him, and he has used every opportunity to remove “the 
old guard” and replace them with executives loyal to him. Even so, 
Tohirito himself sometimes refers to his mother, trusting her judgement 
when she is coherent enough to make decisions, and using her as a 
soundboard for his own arguments. 

Though he treats his wife Akasa with barely aknowledging respect, 
Tohirito absolutely adores his only daughter Okonawa. As he was 
groomed for his position, so he has been having her trained to 
eventualy take over control when he is gone, and has been severely 
disappointed with her reluctance to consider her pre-ordained role. 


Protective Services Officer 


& Field Operations Officer 


Shadowrun Cyberpunk 

Body: 5 Intelligence: 8 

Quickness: 6 Reflex: 10 

Strength: 4 Tech: 7 

Charisma: 4 Cool: 8 

Intelligence: 5 Attractiveness: 6 

Willpower: 5 Luck: 6 

Reaction: 5 MA: 8 
Body: 8 
Empathy: 7 

Skills: 

Etiquette (Corp) 4 

Firearms 6 Skills: 

Car 4 Combat Sense 8 

Unarmed Combat 5 Awareness/Notice 6 

Armed Combat 5 Pistol 8 

BioTech (First Aid) 2 Submachinegun Z 
Aikido 8 
Driving 2 


Cyberware: 
Usually smartlink, eyes, armour, muscles, reflexes or something similar 


Gear: Gear 
Ares Predator II or similar ‘ me 
H&K 227 Colt AMT 2000 or similar 


Arasaka Miniami 10 
Flak Jacket 

Flak Pants 

First Aid kit 


Body Armour, Lined Coat 
Micro-transmitter 


Description: 
Protection Officers are the security and bodyguards of Sumusai. They 
provide not only building security but security for the executives and | 
other personnel. If they perceive any threat at all to the person or 
place in their charge they will not hesitate to use weaponry - though 
guards protecting buildings are trained to challenge intruders first. 
Bodyguards have no such restriction, however are controlled by being 
asked not to bring "shame to the Corporation”. 

Field Operations perform all the clandestine work outside of the 
Corporation. As such, they usually try and keep their work quiet. It is 
for this reason that Field Ops Officers are reluctant to use weapons 
unless they are silenced (Ops always carry silenced weapons). 


OKONAWA SUMUSAI 

Age: 26 

Behind what is considered one of the most beautiful faces among 
the corporate world is a sharp mind; many consider Okonawa the 

~ pre-death reincarnation of her grandmother. Thus it has been with 
some disappointment as those same people have stood by and 
watched her refuse to be trained and groomed for ruling, rather 
rebelling against her father’s will. She has rather been training in the 
physical arts, learning how to fight and shoot, and sometimes travelling 
out with the Chief of Security, Master Kiwachi, to observe some of 
the operations he has overseen. She has been careful to make sure 
Kiwachi is no way implicated in these “excursions”, for she knows 
that he adores her, as she does him. Father, of course, would never 
approve. 

Recently, Kiwachi has convinced Okonawa to bend to her father’s 
wishes and continue her studies of all things corporate, so that she 
may make a good leader when the time comes. Okonawa is not so 
keen, but is just beginning to realise the wisdom of it all. 


corporation. Ops is the smallest of the three Security departments but 
also the highest trained and equiped. Ops recruits from anywhere, but 
usually, once again, the dregs. They try and get their recruits as young as 
possible, preferably before the streets make them unmanageable. Then, 
cybered up to the maximum (and, it is believed, controlled with drugs) 
they are trained to be the toughest, meanest and some would say most 
robotic. Ops performs all the necessary external operations that require 
direct force, and can cause anything from mass destruction to a surgical, 
small team strike. 

Within Ops itself there is a self-made department, unsanctioned by 
management but not frowned upon. They call themselves “Ninja”, and it is 
an exclusive unit that only the very best get to try out for. Most fail to get 
in. To this unit are assigned the most hazourdous or secret missions, and 
they have an excellent record. 

Ops also has its own (officially sanctioned) Research & Development 
department, decicated to creating new equipment and weapons for not 
only Ops itself but for the other security departments. There are rumours 
that the Ops R&D department have built the world’s first hand portable 
laser. 


OFFICES AND FACILITIES 


Sumusai Corporation has hundreds of facilities all over the world. 
However, after fleeing Japan to avoid the wrath of several corporations, 
they have made Melbourne the home base of the Corporation and have 
constructed a huge arcology. The buildings annouce to all just exactly 
who (Sumusai believes) rule over the city. 


SUMUSAI ARCOLOGY 


People travel from all over the world to marvel at the architectural wonder 
{or nightmare, in some people's opinions) that are the Sumusai Towers. 
Rising high above the Melbourne skyline, they can be viewed from along 
way away - and, in fact, are often used by Orbital craft approaching Bishop 
Space Port as a marker. 

There are twelve towers in all on the blocks that make up the arcology, 
the number tweive being important to the Sumusai family (it is believed to 
be an important historical or astrological reference). The centre of the 
arcology is dominated by two much larger twin towers, over 200 floors, 
which are the exclusive property of Sumusai and will never have space 
leased out to outside influence. These towers have the highest security of 
all the arcology - essentially they are an arcology within another one. 
Somewhere in these towers are the personal quarters of the family members 


Page 20 


MISOKO SUMUSAI 


Age: 57 


Misoko left the family fold as a young man several years after 
his father, Masai, died. He openly blamed his aunt and his 
grandfather's decision to choose Ankei over Masai as the new 


corporate leader for his father’s death. Misoko was changed forever 
on that day when his father’s Formula One car lifted off the track and 
flipped several times, exploding into flame and killing Masai instantly. 
From the open and curious boy, he became a cold and distant man, 
brooding and bitter. When he disappeared, his aunt considered him 
dead, until he reappeared several years later as an executive in a 
smaller local company, Asahari Trading, known to be a front for the 
yakuza. Since that time, Misoko has risen to be head of that 
corporation and thus the recongised ruler of the yakuza. Through 
violence and vicous deals he has united most of the yakuza gangs 
under his hand, all with one aim in mind - taking down the Sumusai 


Corporation. 


and high ranking officials, though some of these actually live outside the 


arcology (a couple live on the expensive Utopia Platform1). Various levels 
throughout the towers contain entrance areas for helicopters and aerodynes, 
though the main traffic for these are directed to the open areas between 
the towers. 

At frequent intervals in all the towers are landscaped areas of gardens 
and recreation areas. All the towers are connected at their lowest levels, 
and the parts of the ground level are open to the public - though strictly 
patrolled and monitored. Levels also go underground, though these are 
not accessable directly from ground level. ‘These include vehicle parking, 
loading and storage areas, training areas etc. All the towers are connected 
at about the third floor downwards, so that a person may travel from one 
end of the arcology to the other without going outside. 

A complex system of elevators, escalators and moving pathways connect 
all the towers. Of course, most of these do not connect to ail levels; 
instead a standard system to local and express elevators is used. The 
highest security areas actually have their own elevators which require eye, 
vocal and print scans to use. 

Interiors 

Elegance, tasteful, mostly luxury are words used to describe the interior 
of the Sumusai Arcology towers. Black and red are the colours of choice, 
though this is toned down in most areas to more neutral and natural colours. 
Natural light is used as often as possible in place of artificial, which gives 
the buildings a more open feel. Sumusai have gone to great expense to 
have real plants on as many levels are possible. And sticking with Japanese 
history, the designers consulted with Japanese religious and spiritual leaders 
for the best layout. Overall there are feelings of comfort as well as function. 
The lower employee areas lose out in the deal, with very spartan facilities, 


Ninja 


Description: 
| The "Ninja" are the elite of the elite in Sumusai Security. They perform 
the "black" operations, and they are the most trusted and respected 
individuals within the Security Division. They are also the least known 
about, because they keep to themselves and have a code of honour 
that goes way beyond what is taken for norm in Japanese society. 
Ninja are adept at using any weapon, and are also able to quickly think 
through situations to determine the best course of action. It is part of 
their warrior code that no Ninja is ever left behind. 
Such are the Ninja that supplying stats for them is next to useless. 
The stats vary a lot from one Ninja to the next. For a GM, make the 
Ninja NPC Street Samurai/Solos, but make them TOUGH. 


but still they are well above what is considered standard and kept very 


clean. ~ 


Security 

Tight, as tight as can be. Patrols are in fours, though in the public areas { 
most of these are in civilian clothes to ensure their presence is not heavily 
felt. Special Response Teams are on call at all times. Cameras and monitors 
are everywhere, and the security system is decentralized so that if one 
section is goes down, the whole security system does not fall with it. 
InfoServ Matrix/Net Operatives are on duty at all times, monitoring and 
scanning the Matrix/Net for intruders. Air defense systems ring the tops 
and sides of towers and these can be under human or computer control. 
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A new Cyber-Evolved for use with 
w, CYBERGENERATION 


By Ken Stone 


Scouts are a new form of cyber-evolved for use with R. Talsorian’s 
CyberGeneration. Essentially they are a scout/reconnaissance unit, or if 
you like, improved ears and eyes for a CyberGeneration team. From a 
gaming point of view, they are quite useful if you have a group of players 
that constantly miss clues or are too paranoid to do anything without fully 
checking the situation out. This will at least speed them up a little. 


Hi! How are you feeling? Better? Good. 
Both of us don't have the time to chitchat, so 
I'll get right down it I'm here to help you 
adapt to the new you. Keep your eyes closed, 
and try and ignore that ringing in your ears - 
it's gonna take a little time to get used to 
being a Scout, eh? 


There, that should be better now. Well, welcome back to the real 
| world! So finally you can see and hear again. And better than before too. 
; Your symptoms indicate that you have evoived into what we are calling a 
| Scout. You are one of a very select few to manifest this variation, under 
| 1% at present. Nonetheless, your abilities will give you the edge when it 
| comes to avoiding trouble, or finding what you are looking for. 

As the name implies, your new abilities allow you to scout for the 
| less aware cyber-evolved. Your vision and hearing are both greatly 
| improved, and like the Wizards, you can see anything projected into 
virtuality without the aid of ‘trodes. 

Your chances of seeing or hearing things are much better than those 
with standard eyes, better in fact than a lot of cyber-eyes and ears, the 
acivantage being in the new optical and audio processing networks that 
have been integrated into your brain. 

This processing network has another advantage that has recently 

become obvious. A true photographic memory. If you choose to 
remember an image, you can keep it there in minute detail. Great for 
memorising plans: But what if you want to share your memory with 
i someone else? Well, you'll need the aid of a Wizard for that. Like the 
| Wizard, your nerves are now hardwired superconductors, but unlike the 
| Wizards, you can only use these for receiving virtuality images. Through 
| these nerves, a Wizard can read your photographic array, broadcasting it 
| to virtually for others. 
Your eyes have changed so that they can see into the ultraviolet and 
| infrared spectrum, allowing you to see under adverse or poor lighting 
conditions. The lenses have changed to adjust accurately to extreme 
| conditions, for example, underwater. Of course if you wore specs before, 
you can throw them away now. Another of your advantages is improved 
binocular vision. Look at something, and you know exactly how far away 
it is. 

As well as being more acute, your hearing now extends from 15 hz. 
to 35 khz. You'll really be able to appreciate music with that range, not to 
mention hearing dog whistles, or the high frequency squeals if some 


electronic equipment. 


STATISTICS 


Special Skill Perception [INT] 


Reflexes +4 any time desired due to rewired neural system. 


NOTES 
n Can turn Virtuality perception on/off as desired. 
n Can accurately determine the distance to a specific point. 
n Retains full visual abilities under water. 
n Faster reaction of the iris combined with the reconstructed retinas 


means that the eyes adjust almost immediately to new light levels, also 
acting as anti-dazzle. Inbuilt polarization also gives the ability to filter 


out angle-specific glare. 
n Can maintain a single high resolution visuai record of anything 


for later reference, or more lower resolution images if desired, the 
resolution reducing in accordance to the number of images retained. e.g. 
each of ten images stored will have a resolution that is only 10% that 
possible for a single image. Even if additional images are discarded, once 
the resolution on an image ts reduced, 


it cannot be regained, short of looking 
at the source of the image again. 

In game terms, it makes task of 
comparing to a real image harder in 
some cases. E.g. If the image of a 
complex chip loses resolution, the 
details will be lost rendering the image 
useless, however if the image was of 
the licence plate of a car, it would still 
be easily readable at the lowest 
resolution. 

nl Visual perception can be 
played as the Edgerunner skill 
of Awareness/Notice, Dut at 
one to two difficulty levels 
easier. e.g. if a roll of 25 is 
required for an adult with 
normal eyes, the roll for 
a Scout would be 20 or 
even 15 if it was dark. 


n Audio 


perception can be 
played as +5 to the equivalent Edgerunner 
skill awareness/notice on audio when 
listening for something specific, due to 
combined amplification and editing, or +2 
otherwise. » 


lit the digarette that just clung 
on to the corner POF his lips and drew back on its rich, filtered texture. He 
looked up into the light rain that fell from the dark sky where no stars 
shone and puffed on the cigarette again. The smoke drifted away, 
smothered out of existence by the acidic water. He put his hands deep in 
the pockets of his overcoat again. and observed the stream of people 
waiting to get into the neon-rich nightclub across the road. He saw the 
large bouncer, huge and foreboding in his white suit, vetting all those who 
attempted to enter. The bouncer’s companion, a smaller man, ran a detector 
over those who walked by him, checking for hidden weapons. It was an 
indication of the nightclub’s assumed status that this task was even 
performed. 

He consumed the cigarette slowly, carefully, considering each draw on 
the thin tube and each exhalation. Finally, when the ash had reached the 
filter, he flicked the thing off into the shadows. The ember flared 
momentarily, then died. He put his hand back in his pocket, felt the Predator 
there, and walked slowly across the road. 

The crowd were a mixed collection, he noted as he walked by them. 
None of them met his eye, all were staring forward at the entrance, waiting 
to get in, or were too “out” of reality to care. Multicoloured hair and sharp 
cuts were the norm, exposing the dull metal of datajacks on some. There 
was a couple - he assumed they were a couple, though he could not 
differentiate between the male and the fernale - who were, openly, indulging 
in BTL's - Better Than Life chips. He saw the glazed look in their eyes, and 
the glint of the chips barely visibie out of the sockets. He walked by them 
without any further consideration. Just two street pukes spaced out on 
Hyper-Reality... 

He reached the end of the line, and met gazes with the man holding 
the detector. The man nodded, almost irmperceptibly. He walked by him 
without any reply, verbal or physical. The bouncer seemed to ignore him 
completely, though he spotted the glint of the yellow-tinged eye follow 
him through barely open eyelids. He stepped through that invisible barrier 
between open air and polluted muck and paused, allowing his eyes the 
moment needed to adjust to the lack of light. Or, more to the point, the 
variable status it. Pink, blue, purple, red abounded in flashing neons and 
globes. The backing rhythm was an incessant beat right in the back of his 
eardrums. It was rough, heavy and loud. The lead was just entering into 
another screaming lyric, and the crowd were contesting with him for decibel 
dominance. The lead, he thought, with the support of a huge, glittering 
amp and speakers the size of a living room, was naturally winning. 

He pushed himself through the usual collection of people who gathered 
near the door, always appearing to be on the way out but never quite 
making it. He saw several cast him looks. His clothing was nothing unusual, 
though perhaps a little up-market for the club, but the fact that he entered 
completely calm, and not leaping out of his own body with cybered- 
excitement, led some of them to consider him different. He didn’t mind. 
He didn’t care. 

He stopped at the top of the trio of steps that led down into the 
combat-zone of the dance floor. He cast his eyes over the people, all of 
them attempting to dance, jostle for position and hold a drink all at the 
same time. Some of them managed it, quite an accomplishment, he thought, 
looking at them. Slowly he moved his gaze up the opposite steps and 
along the upper level, where the tables were. Beyond that, in the shadows 
that even the neon had trouble intruding upon, the booths, where the 
occasional flare of a cigarette marked the position of the people. His gaze 
continued around to the bar, more crowded and possibly more noisy than 
the dance floor. More violent, too. As he watched, a pair of bouncers 
detached themselves from the walls and moved with a speed normally not 
associated with their kind to interject upon a rising argument between a 
tall, slender man and a shorter, brick-shithouse type man. Both were quickly 
and with minimal fuss forcibly removed from the bar area. Naturally, they 
both immediately returned. 

He did not wait to see the result as he turned to walk along the upper 
floor, by the tables. He caught the gaze of a woman who's red and pink 
hair stood a fair two feet above her head, shaped to a point. Her face 
make-up had dramatised her eyes, darkening the sockets until she had the 
appearance of Death. She made a thin, small “Hi there” smile. He ignored 
her, his eyes aimed a good twenty feet in front of him, scanning over the 
tables. Nothing. Not there. 


prerequisite round glasses, vomit-coloured T-shirt, and chain with Peace 


symbol attached. He almost grunted at that. The kid probably didn’t even 
know what it meant. The Flower man abused the bouncer all the way to 
the exit, though whatever was said was lost in the war of other sounds in 
the club. He made his way into the shadows. 

The people that inhabited the booths were a different breed. The clothes 
spoke less, the eyes spoke more. Most of them were on him, a stranger in 
their realm. The hair cuts were shorter, the data jacks more frequent, the 
BTL chips hidden and more often being passed across the table to the 
accompaniment of cred-sticks going the other way. Most of that stopped 
when he drew near. 

His eyes spotted the face in the third booth from last. Round, chubby, 
slanted eyes but white skin, result of interracial breeding. A lack of visible 
datajacks. Hair slicked back. The body was dressed like it belonged uptown. 
His eyes moved to the booth opposite it. As he thought, it contained two 
men, both dressed so similar that telling them apart could have been difficult 
at a distance. Gaze back. The chubby man was talking to a woman, blonde, 
dressed in the sort of dress that more wore the person than the other way 
around. That was all he could tell, from where he stood. There was another 
man in the booth with them, but all he could see was the top of the black, 
slicked back hair. He could see cigarette smoke, rising, mixing with the all 
the other hazardous chemicals in the air that the filtering systems never 
got rid of, fully. He walked closer. The beat was loud as his back, but 
muffled by the interposing wall. 

The chubby man looked up as he approached. There was no look of 
surprise, just a mild interest. The eyes almost fell again, then locked, going 
wider. 

He slipped the Colt out of his coat as he completed the last three steps 
to the target zone. He lifted it, centring the red laser dot on the forehead 
of the first of the two guards in the booth opposite. A quick squeeze and 
the guard added what little was inside his head to the myriad of other 
colours on the wall. He turned and fired again. The other guard, just starting 
to rise out of his seat, caught the bullet in the throat, the explosive mix in 
the 10mm round shattering the spine. He turned again. The third man, in 
the booth with the Target, had a weapon half out of his jacket. The red dot 
marked the spot where the next round tore a hole large enough to put a 
fist through in the man’s chest. Out. He turned. 

The Target sat in his chair, mouth open, the remains of the cigarette 
burning his fingers without effect. The woman had reached the point 
where she screamed. As the noise started, he touched the trigger twice. 
The Colt kicked just as many. The woman’s scream rose an octave as the 
remnants of the inside of her trick’s head fell over her, followed in short 
order by what was left of the body. 

He turned, the Colt moving swiftly back into the pocket and into the 
holster. As he walked away, he saw that other patrons in the booths ignored 
him this time. One or two cast looks at the mess that was the third booth 
from the end. He reached the stairs and turned, walking back the way he 
had come. The noise still hammered in his ears, the neons blasted his 
eyes. Several of the club patrons who were closest to the stairs were 
looking up, attracted by the noise. The bouncers stationed around the 
walkway ignored him as he went by, then two moved toward the booth 
area, casually. He reached the door and felt the wash of cool night air kiss 
his face. The bouncer ignored him like before. The man with the sensor 
looked up, mildly surprised to see someone coming out of the door, then 
quickly returned to the job of scanning. He stopped at the bottom of the 
steps, his gaze fixed one direction and then the other. He lifted his cigarettes 
out of his pocket and lit one, cupping the flare of his lighter in his hand, 
away from the wind and rain. He looked up and down the street again, 
then walked across it. He stopped at the other side, pausing only a moment. 
Then he slipped into the shadows of the building. The Westwind 2000 sat 
in the deepest shadow, only the glint of the far street light reflecting off 
the black sheen marking the vehicle’s presence. He stubbed what was left 
of the cigarette out and slipped inside. When he finally heard the siren in 
the distance, about ten minutes later, when people were beginning to move 
out of the club in some numbers, did he start the car. The engine idled at 
his touch. He put the car into gear and drove away. 


The Horror 


By Paul "Loony" Fenwick 


The scratching noise from the side of the bed grew louder. | rolled 
over and pulled the pillow over my head. | was cold and tired. Too cold to 
get to sleep, and too tired to get another blanket or do something about it. 
The scratching noise didn't help things. 

I tried to think about being warm. I closed my eyes and blanked my 
mind, hoping that it might send me into the land of nod. No such luck. 
The scratching started again. 

1 swore, thrust out my hand, found the light switch, and turned it on. It 
flickered somewhat, and then with a dull clunk it shone with a pale yellow 
light. I squinted in the brightness, waiting for my eyes to adjust. 

It was cold in my bed, and even colder outside. I picked up a tennis 
ball which was lying at arms length on the floor, and threw it at the heater. 
it missed the ‘on’ button and got the wall instead. Sighing, I turned off the 
light, thumped the drawers from which the sound was emanating, and 
tried to get back to sleep. 

It was a dreamliess, restless sleep. Awaking, | looked at the clock. Six 
a.m. Already the light of dawn had started to stream through the window. 
It wasn’t worth trying to get back to sleep. Drawing myself up onto my 
elbow, | sneezed violently. Damn, hayfever was going to be a problem 
today. 

After a huge mentai effort, | swung out of bed and into my slippers. 
Pulling on my dressing gown | kicked the heater with my foot. It started 
with a iow humming noise. 

The thought of breakfast floated into my mind. As I headed towards 
the door, the scratching sound started again. “Bloody mouse!” 

I walked silently over to the set of drawers. The sound continued. | 
grabbed the top drawer, pulled it loose, and ran outside with it. Something 
small and brown leaped out fust after | had reached the garden. 

“Gotchal” [ placed the drawer on the ground, and walked over to the 
patch of ivy into which the mouse had run. 

Something smeit definately rotten. One of the cats had probably killed 
a bird or something and left it somewhere nearby. I ignored it for the 
moment, this mouse had been keeping me awake, it wasn’t going to get 
off that easily. 

Belligerently | walked towards the ivy, idly kicking a stone into the 
twisted mass of plants. It landed with a plop. 

This made me wary. Stones go plop into ponds and mud, not dirt and 
ivy. Maybe it was just my imagination, after all, | was tired. I stood beside 
the ivy, and pushed through it with my foot. | peered down at it. Green. It 
took some time before the thought sunk in. My slipper had turned green, 
or more accurately, it was coated in a slimy green goo. Not grass green, 
but a disgusting deep green, with flecks of white and pink. | shook my 
foot, and some of the goo fell off. 

| bent over and sniffed. The overwhelming smell hit me like a truck. I 
retched and tried to think of something to divert my mind, while | kicked 
off my slipper and hastily ran back to the door of the house. 

Only then | glanced back to my poor slipper, which could not be seen 
beneath the putrid gicb of slime. | wondered if anybody would believe the 
story which | would have to write on my late-pass, | watched as the slime 
bubbied and the glob became less and less the shape of a shoe. Gee, 
something really ugly must have died in there. 

Picking up a pair of gardening gloves which were lying on the seat, | 
held my breath and walked back over to what was once my slipper. I guess 


I'd have to wash the goo off. 
| picked up the blob. It slowly oozed into the glove. 
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I poked the 


surface, the impact of my finger setting up tiny vibrations in the blob. No 
semblance of any slipper could be felt. 

I turned my head away from the slimy glove, exhaled, took another 
breath, and walked back up the steps to the house. An interesting sensation 
happened to my right hand. Somehow the blob felt more firm. It wasn’t 
dripping as I expected, and it had started to bubble somewhat. 

Once inside the house, I wondered why | was trying to wash some 
goo off a slipper which didn’t seem to be there. | unconsciously took 
another breath. | almost lost what little food was remaining in my stomach. 
The smell was overpowering! Nothing the cats had ever dragged in smelt 
like this! 

Panicking, | ran to the sink, to douse this thing in water. | tried to fling 
it off my hand, with a flick of the wrist. To my horror, a sharp pain shot 
through the back of my hand. A stabbing pain. | could feel the gush of 
blood on the inner lining of the gloves. | also noticed that the slime had 
once again taken on a runny character. 

Before I could draw any conclusions, | was involuntarily flung backwarcls 
as the pain suddenly engulfed my entire hand. | screamed in pain, and 
smashed my slime-coated hand against the wall in an attempt to stop 
whatever this muck was doing. The slime took on a rubbery texture, and 
bounced harmlessly from the wail, not even leaving a mark. | spun, writhing 
in pain, as my hand hit the table top. 

The pain stopped. | collapsed onto the floor, breathing heavily, thoughts 
racing through my mind too quickly to process. | swallowed, and forced 
myself into calmness. A warm feeling of dampness spread through my 
thigh. | looked down, and noticed that | was lying in an ever increasing 
pool of blood. | glanced to where my hand once had been. It had been 
reduced to a mangled bloody stump, the thick red water of life cascading 
from what was once a wrist. The skin immediately above the wrist had 
turned an ugly bloated purple, and a section of white, shattered bone was 
sticking up through the flesh halfway down my lower arm. 

A disgusting, slurping noise reached my ears. | looked to my right. 
Even though | could swear that the thing had hit the opposite wail, it was 
now spreading out in the pool of my very own fresh, warm blood. It 
pulsated somewhat. The flecks of pink and white moving rhythmically as 
the surface of the thing rippled in its feeding frenzy. 

I pulled myself to my feet, my right arm dangling uselessly at my side. 
istumbled and grabbed a nearby chair for balance. | was loosing a lot of 
biood. | violently pulled the table-cloth off the table, and began to wrap it 
around my arm in an attempt to staunch the flow. 

i edged around the table, to where a bottle of flyspray was lying. It 
was better than nothing. Taking the flyspray in my remaining hand, | 
stumbled over to the pool. | was shocked to see that the green thing had 
begun to change colour. It has begun to turn a pinkish red. It reminded 
me of an enlarged kidney. 

Leaning dangerously close, | aimed the flyspray, and depressed the 
trigger. The spray formed a glossy white covering on the blob. | hastily 
backed away. I didn’t know how good this thing’s mobility was, and I 
dicin’t want to find out. 

The white coating of flyspray seemed to be doing something. A small 
depression was forming in the thing where the coating had been, and the 
blob began to bunch itself together, until it was a perfect sphere, save for 
the depression in the top. 

I gritted my teeth against the pain in my arm and waited for something 
to happen. Nothing did. The thing just sat there, a small round ball, flat at 


the top. | prodded it with a broom that was lying by the door. It rolled 
over with the impact and settled with the flat side forming a base. It could 
have been mistaken for a pink, slightly deflated, plastic ball, were it not for 
the smell and the blood upon which it sat. 

| stumbled to the phone, leaving a trail of blood on the newly cleaned 
carpet in the hall. | dialled 000, and called for an ambulance, claiming that 
I had been caught in a machinery accident - it would be unlikely that they 
would believe what had really happened. 

Returning to the kitchen, | tried to sit down, accidently knocking a 
bottle of some caustic cleaning substance onto the blood-splattered floor. 
It broke open and drained out, | didn’t bother to try and stop it. 

My vision began to blur and | closed my eyes. | forced myself to 
remain calm and to breathe evenly in an attempt to slow my heartbeat. A 
faint hissing sound permeated into my hearing. | opened an eye to see 
what it was. The puddle of cleaning fluid had reached the dormant blob, 
and some kind of reaction was occurring at its base. 

| watched it closely, hoping this would put the thing out of action for 
good. The thin wail of a siren cut through the air, quite possibly the 
ambulance. The blob appeared to shudder, and then become rigid. | was 
fascinated by this thing. I moved my face closer, to get a better look. 


for a fraction of a second before a sizeable chunk of pink, putrid goo hit 
me square on the face. 

I tried to scream, but could not. I tried to breathe, but could not. The 
blob oozed itself into my airways. I could feel it, burning through my flesh. 
I tried to claw it from my face. Instead of removing some of it, it stuck to 
my good hand, and began to dissolve the heathy flesh. The feel of it 
trying to force its way into my mouth was disgusting. I vomited, filling my 
mouth with half-digested food, and blocking my airways even more. 

Drowning in my own stomach contents, I could feel it eating into my 
flesh. In one place where it had reached a cheekbone, | could feel a rasping 
motion grinding up the still-living bone. | could feel it slowing sucking the 
jelly from inside my eyebalis. A tentacle-type structure carelessly flopped 
from the blob, and found my jugular. Purple blood spurted from the breech. 

Writhing in pain, | slipped and fell. My head hit a hard, metal object. 
The last thing | could remember before losing consciousness was what 
must have been the wail of the ambulance siren stopping outside my heuse. 
I welcomed the blackness, an end to the agonizing pain. At least | would 
not be the one to find my mutilated, half dissolved, hellish body - in that I 
was lucky. It would be found with only scraps of flesh remaining on the 
skull, the teeth locked in a horrific grin of death. 


At that moment, it exploded. In the midst of where it had been | could 
see the corroded remains of the zip from my slipper. | could only see it 


Elsewhere in the room, and in the greyish light, a small brown mouse 
was climbing into a drawer... 


—Deadicated to Mortica 


Sprawl Zones. 


Every city in the world, no matter where it is, 
the country it is or the amount of resources it 
has available, or when is history you are talking 
about, will always have an area that can be 
considered to be where life's unfortunate live. A 
place where disease and hunger are common 
place, where ‘normal’ society never go, and 
where the police patrol in armoured cars if at all. 

In modern society these places are known 
as Sprawls, getting their name from the hundreds 
of square kilometres of broken down tenements, 
parks, rail yards, waste dumps and barren land 
which ‘sprawl’ across the landscape of our 
modern cities. 

Most people in society expound the view 
that they are places to avoid, where the depraved 
and psychotic live. Places where anarchy runs 
rampant and death is common place. Our 
politicians and public figures for example, are 
certainly famous for their statements regarding 
cleaning up the sprawls or creating another task 
force to help the poor residents of such places. 
Yet strangely enough they never seem to 
succeed. Only now are we realising that the 
sprawls have both a place in our society and a 
structure to which they adhere. They may seem 
chaotic, unorganised and dangerous, which to 
varying degrees they all are. But they do have a 
social order of their own. 

From your studies so far, you will have 
already worked out that in our society today, it is 
impossibly to have every single citizen socially 
and mentally sane. In fact, if you look at any city 
in this day and age, you will find that almost all 
of the population have some sort of paranoia or 
prejudice. From the highest corp board member 


to the lowest beggar, our society is mostly ... 
insane. Yet, to some degree we manage to all 
live together and survive. To do this though, we 
must have a way of letting off steam, of exiling 
those who are too dangerous or psychotic to 
live within our ethics, and most of all, to have 
someone else that we can say is worse off than 
us. 

Sprawls provide a release valve for these 
things that allows the rest of society to survive 
without tearing itself apart. They also provide a 
safe haven and infrastructure for those in our 
society that are unwilling or unable to fit in with 
what you and I consider to be normal everyday 
life. We may not want the sprawl, or the people 
who live there, but without them to give us this 
‘preathing room’, we would probably end up back 
in the dark ages. 

Sprawls are a part of our urban landscape. 
We cannot get ride of them, despite whatever 
promises our elected heads of state may Say, so 
we must learn to live with them. Indeed, only by 
doing this can we fully understand them, and to 
best do this is to take a look at the way that they 
are organised. 

You first have to realise that sprawls are 
divided up into any number of ‘Zones’ that are 
essential to understand in order to understand 
the sprawl as a whole. Moving through these 
zones is like moving to new counties. Population, 
language, values, ethics and lifestyle can all 
change within a few blocks. So fast that you will 
be looking for your passport, if it hasn’t been 
stolen. 

Many people studying sprawls have made 
the mistake of thinking of them as a single 
chaotically driven anarchy. Street after street of 
decaying tenements, markets of suspect goods, 
run down corner stores, pawn shops, army 


disposals, brothel and bar strewn aliey ways. Bag 
ladies with shotguns, drug dealers selling in broad 
daylight, samurai and psychos for hire, the 
dispossessed, homeless, diseased, rejected, 
cybered, and those who just plain don’t want to 
be found, it can be very easy to do this. It is also 
invariably fatal if you try to apply it. 

The layout of a sprawl is usually divided up 
into these areas or ‘Zones’ which for the most 
part fall into one of four categories. You can by 
no means assume this for all sprawls but it does 
cover the majority and can be used a guide when 
looking at a particular sprawl. 

The first zone type is the one that most 
residents from the rest of a city come into contact 
with. This type | generally refer to as the 
‘Residential’ zone. It is basically like most other 
suburbs in the city, just more run down. Similar 
in fact to many suburbs in the larger cities of the 
late 20th century. 

There is often a strong gang influence in such 
areas with either a street gang or ‘Go’ gang in 
control of the area. Sometimes violence can erupt 
as a rival tries to move in. 

The police will patrol through and answer 
calls into residential zones. They will tend to use 
armoured cars and demand proof of the 
customers ability to pay before entering the zone. 
This doesn’t happen that often though, as the 
locals usually have ways of handling things 
themselves. It’s usually outsiders who got caught, 
who do the screaming. 

The basic amenities are usually working in 
these areas, although they will break down from 
time to time. Most of the buildings are populated 
and while not up the standards of areas outside 
the sprawl, are basically looked after. There are 
usually a wide variety of shops, but again these 
tend to mirror more affluent suburbs, but with 


cheaper goods. 

The residential zone is often broken up into 
areas based on ethnic and racial backgrounds. 
Which tends to aggravate gang problems, 
however the residents known that they will be 
quite safe as long as they don’t get in the way. 
Strangers entering such zones would have to be 
careful and wary until they had been accepted 
by the local community, once accepted, would 
be treated with a medium amount of trust. Most 
people living in these zones will not want to know 
much about another resident, preferring not to 
know the problems of others. 

High unemployment also means that there 
is a relatively large amount of crime in such areas. 
i say relative because it is at a level which you 
and | would consider high, while the people living 
there tend to consider it normal. Residential 
zones are also popular with runners as places 
they can either live in, or maintain safe houses 
in. They also provide a good communications 
network of known people allowing the runners 
to get work from people they know and trust ( 
most of the time !). 

The second zone type is something I refer 
to as the ‘Entertainment Zone’. Sometimes also 
known as a ‘Strips’ or assigned a name by the 
population who live around them, and usually 
confined with certain areas of a Residential zone, 
the entertainment zone is the high life of a sprawl. 
Fairly unpopulated except for bars, strip joints, 
clubs, brothels, cyber clinics, grey & black labs, 
smugglers, and other such amenities, the 
entertainment zone tends to contain less 
residential pepuiation than a residential zone. 
Mostly the people who live in such places are 
there because they work in one of the businesses 
or clinics. Or because they provide some service 
to customers or the local community. 

They usually start up around the base of 
tenements, whose residents often them move 
to quieter areas of the sprawi. All it takes are a 
few bars and a club or lab to open up for 
business, and the strip will start to grow. Because 
there are no rules to how this happens or where, 
it is not unusual for strips to only last for a few 
years before moving to another section of the 
sprawl. Some just ‘creep’ alone a street as new 
businesses open at one end while old ones are 
closing at the other. But not all move around like 
this. SoHo’s Tin Can Alley and Hong Kong’s Phon 
Nan Street are two examples of permanent strips 
which have become world famous. 

The entertainment zone is the sort of place 
you would want to go to if you want something 
out of the ordinary. Drugs, exotic animals, illegal 
goods, gambling, sex, torture, none licensed 
cyber and wetware, or just a no limits or rules, 
good time. Anything you want, up to a point 
can usually be obtained within one of these 
zones. For a price. 

Because there are relatively less people who 
actually live in such places in comparison to the 
residential zones, they communities tend to be 


even more tight nit than those areas. This makes 
it harder to be regarded as anything more than 
a customer, due both to the smallness of the 
number of residents and that fact that many are 
often engaged in illegal activities. However, 
managing to become accepted can often give a 
person a good hide away as these sorts of 
communities do not lightly give up one of their 
own. 

Both corporations and runners make 
extensive use of the entertainment zones as 
places they can meet to discuss business. To cater 
for this, you will often find a number of places 
within an entertainment zone that cater 
specifically for such meetings, offering high tech, 
high security rooms where these meetings can 
take place. 

If you come across police in such zones, they 
are usually quite different to those that respond 
to calls in the residential area. Usually in the pay 
of the businesses that operate there, the police 
are able to take a more relaxed approach to law 
enforcement on the strip. In tune with the sprawl, 
they tend to ignore anything that does not intrude 
on the businesses in the strip or cut their take. 
Alternatively to the police, you ray find that the 
strip is being patrolled by a local militia of some 
sort. 

The next zone type you will come across is 
the ‘Fire Zone’. Often only populated by gangs 
and those with no wish to be found, fire zones 
are aptly named. These areas of a sprawl are 
usually completely run down with little or no 
amenities. Buildings are often burnt out and 
deserted. Gangs love such territory because they 
are able to take over and fortify any building 
that takes their fancy. 

Fire zones are also used by corporations and 
shadow runners as meeting places. Being 
relatively open, the participants in such a meeting 
are able to monitor and control the surrounding 
area with little effort. Thus affording them some 
safety. 

But during other times, fire zones can be 
quite dangerous places and should only be 
entered if you are capable of handing what many 
happen. Gang, corporation and runner wars are 
all held in such deserted areas and are also quite 
often the cause of such desolation. Thieves, 
muggers, rapists and generally any other forrn 
of human nastiness also tend to populate these 
areas and consider them as their own. 

The police never patrol such places, working 
on the principle that if your silly enough to go 
in, then you should be abie to get yourself out. 
However all is not lost, services such as 
DocWagon will still go in, providing your on 
SuperPlatinum and they have a heavy assault 
chopper around the area. Response times to 
these areas tend to be rather longer than other 
areas of the city. 

The last zone type that you will come across 
is the ‘Walled Zone’. If these areas are present in 
a sprawl, there might not be any, they will appear 


almost anywhere although they tend to be either 
near entertainments zones or within fire zones. 

Easy to spot because they are effectively 
walled in (hence the name ), these areas tend to 
be very defined and confined within a relative 
few city blocks. They can take many forms, but 
commonly one of two. 

The first is when they exist next to or within 
a entertainment zone. Walled zones in this 
situation tend to be a walled in entertainment 
zone, only with all the aspects of an 
entertainment zone multiplied ten foid. Things 
that you never dreamed of can be had in such a 
place. Anything from hightech military wetware, 
cyberware, drugs and mega steaks gambling to 
unlimited sex, perversions, and trade in protected 
species. But the cost call be high, excessive or 
even a form of payment that doesn’t include 
money. 

The police never enter these places. They 
wouldn't get in even if they tried. And in fact any 
which are discovered inside and are not vouched 
for by a known resident of the walled zone, are 
usually thrown out. In little pieces. These enclaves 
are a law unto themselves. 

They are general built by walling off the roads 
and buildings to create a boarder all around them. 
Often they are based around blocks of tenements 
which allow them to develop an interior which 
can only be described as huge maze. Many 
people going in for the first time ( if they survive 
), get quite lost. Often the interior reads bare 
little resemblance to the original roads on the 
city maps. 

These zones have very few ways to enter ( 
depending on your finances ) and even a form 
of boarder patrol. To get into one usually requires 
the submission of some for of id and the 
conversion of whatever money you have into the 
‘local’ currency. This usually happens in a back 
room of a building which has entrances both the 
entertainment zone and the walled zone within 
it. A ‘fee’ is of course deducted for you entrance 
to the walled zone and you are usually only 
allowed to go in if your id passes and you are 
considered to have enough currency with you. 

People who need to disappear in the worst 
way and can afford it, often find these walled 
‘cities’ to be an ideal place to hide. Anything can 
be bought with the right currency within them, 
including secrecy. 

Those whe now how to act and behave within 
one of these enclaves will survive all right. Not 
knowing this will be almost invariably fatal. 

The second firm of walled zone is quite 
different. These can appear almost any where. 
The do not have the same walled structure as 
the previous one | mentioned did, however the 
wall is there and palatable enough. Usually these 
areas consist of a number of city blocks which 
have fallen into total ruin and are often 
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“building one. These controlling interests, whether. ore or more, are 


When the first arcologies were constructed, there was a wide ranging 


debate about the impact of such a structure on the city it over looked. 
Some thought that it would serve to stifle the local businesses by stealing 
their customers. Others thought that they would be run by malevolent 
corporations who couldn't careless about anything unless it was inside 
their walls. 

In the few years after the first ones where built, they proved to have to 
have a beneficial effect on the city they have been built it. The placement 
of a single arcology has been known to turn around a sliding economy 
completely. In fact, the benefits are so big that when a corporation 
announces plans to build a new arcology, the bidding by individual cities 
tivais that of picieing for the Olympic games. 

Arcology business space is a prime target for most biz orientated 
people. Small to large businesses will leased space in the arcology for 
various reasons ranging from wanting to be close to customers to wanting 
a prestigious arcology address. To facilitate this, the arcology will usually 
have a number of business ‘districts’. Some will be up in the upper towers 
others will be lower, closer to the workers quarters and entrances to the 
arcology. 

The main corporate presence in any arcology naturally, is the corporation 
that owns or built the place. It is also not unusual for two or..nvofe 
corporations to be in control of an arcology due to the enormous cost of 


onsible for the general day to day running of: the arcology from the 
delivery of foodstuffs, to security, to buile ngt maintenance. 


By Spartacus 


also provide the cultural centres of the arcology as a whole. Business has 
been quick to see this and take advantage of ft. Thus is not uncommon to 
see businesses utilising cultural activities to promote themselves to the 
public. While some have seen this as bad Influence on the arts, others see 
it as anecessary evil in order to get the financial backing that the arts need 
to survive. 

One side to business that most arcology architects and owners almost 
invariably fail to account for, is the weekend market. Often this phenomenon 
creeps in frorn the surrounding blocks of an arcology via the service 
industry. It starts off as one or two people going down te the basements 
to purchase fresh vegetables from the drivers of the delivery trucks as 
they come in each day, and ends up as rows and rows of stalls selling all 
sorts of goods ranging from vegetables to household robots. There is alrnost 
invariable a fresh produce and goods ( sometimes of dubious origin ) market 
at least once or twice a week in the basements of most arcologies. 

This idea often then migrates upwards into an arts and craft market 
which will tend to be run from a park or recreational area somewhere in 
the middie said we th se paatkets are often used by the 


pe unofficial sanction of the markets which ¢ can allow quite a bit offreedom 


for the operators who erect stalls. itis also not unusual for at least one. Stall 
in any market to be serving as a contact point for the external underworld 
of the city. : 
i n arcology does with 

ding. While the 


techniques: Arcology: 
, enable a sabotet ur 


tration 6f'a R&D lab within the buil 
hird.type-of- business ‘you will 
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Name 


LANDS 


Badlands 

Bayou 

Bazaar of Baghdad 
City of Brass 
Desert 

Diamond Valley 
Elephant Graveyard 
Forest (1} 

Forest (2) 

Forest (3) 

Island (1) 

isiand (2) 

island (3) 

Isiand of Wak-Wak 
Library of Alexandria 
Mountain (1) 
Mountain (2) 
Mountain (3) 
Mountain 

Oasis 

Plains (1) 

Plains (2) 

Plains (3) 

Plataeu 

Savannah 
Scrubland 

Swamp (1) 
Swamp (2) 
Swamp (3) 

Taiga 

Tropical Island 
Tundra 
Underground Sea 
Volcanic Island 


ARTIFACTS 


Aladdin's Lamp 
Aladdin's Ring 
Ankh of Mishra 
Basalt Monolith 
Black Lotus 

Black Vise 

Bottle of Suleiman 
Brass Man 
Celestial Prism 
Chaos Orb 

City in a Bottle 
Clockwork Beast 
Conservator 
Copper Tabiet 
Crystal Rod 
Cyclopean Tomb 
Dancing Scimitar 
Dingus Egg 
Disrupting Scepter 
Ebony Horse 
Flying Carpet 
Forcefield 
Gauntlet of Might 
Glasses of Urza 
Heim of Chatzuk 
Howling Mine 

icy Manipulator 
IHusionary Mask 
Iron Star 

Ivery Cup 

Jade Monoiith 
Jade Status 
jJandor's Ring 
Jandor's Saddlebags 
Jayemdae Tome 
Jeweled Bird 
Juggernaut 
Kormus Beli 
Library of Leng 
Living Wall 
Meekstone 

Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Nevinyrrals Disk 
Obsianus Golem 
Pyramids 

Ring of MaRuf 
Rod of Ruin 
Sandals of Abdaliah 
Sol Ring 

Soul Net 
Sunglasses of Urza 
_ The Hive 

Throne of Bone 
Time Vault 

Winter Orb 


MAGIC: THE GATHERING 


Frequency 


Rare 
Rare 
(AN) 
(AN) 
(AN) 
(AN) 
(AN) 
Common 
Common 
Common 
Common 
Common 
Common 
(AN) 
(AN) 
Common 
Common 
Common 
(AN) 
(AN) 
Common 
Common 
Common 
Rare 
Rare 
Rare 
Common 
Common 
Common 
Rare 
Rare 
Rare 
Rare 
Rare 


(AN) 
(AN) 
Rare 
Uncommon 
Rare 
Uncommon 
(AN) 
{AN) 
Uncommon 
Rare 
(AN) 
Rare 
Uncommon 
Uncommon 
Uncommon 
Rare 
{AN) 
Rare 
Rare 
(AN) 
(AN) 
Rare 
Rare 
Uncommon 
Rare 
Rare 
Uncommon 
Rare 
Uncommon 
Uncommon 
Rare 
Uncommon 
(AN) 
(AN) 
Rare 
(AN) 
Uncommon 
Rare 
Uncommon 
Uncommen 
Rare 
Rare 
Rare 
Rare 
Rare 
Rare 
Rare 
Uncommon 
(AN) 
{AN) 
Uncommon 
(AN) 
Uncommon 
Uncommon 
Uncommon 
Uncommon 
Uncommon 
Rare 
Rare 


Wooden Sphere 
BLACK SPELLS 


Animate Dead 
Bad Moon 

Black Knight 

Bog Wraith 
Contract from Below 
Cuombajj Witches 
Cursed Land 
Darkpact 

Dark Ritual 
Deathgrip 
Deathlace 
Demonic Attorney 
Demonic Tutor 
Drain Life 

Durdge Skeletons 
El--hajja 

Erg Raiders 

Evil Presence 

Fear 

Frozen Shade 
Gloom 

Guardian Beast 
Hasran Ogress 
Howl from Beyond 
Hypnotic Specter 
Junum Efreets 
Juzam Djinn 
Khabal Ghoul 

Lich 

Lord of the Pit 
Mind Twist 
Nether Shadow 
Nettling Imp 
Nightmare 
Oubliette 
Paralyze 
Pestilence 

Plague Rats 

Raise Dead 

Royal Assassin 
Sacrifice 

Scathe Zombies 
Scavenging Ghoul 
Sengir Vampire 
Simulacrum 
Sinkhole 
Sorceress Queen 
Stone-throwing Devils 
Terror 

Unholy Strength 
Wall of Bone 
Warp Artifact 
Weakness 
Wili-O-The-Wisp 
Word of Command 
Zombie Master 


BLUE SPELLS 


Air Elemental 
Ancestral Recall 
Animate Artifact 
Biue Elementai Blast 
Braingeyser 
Cione 

Control Magic 
Copy Artifact 
Counterspell 
Creature Bond 
Dandan 

Drain power 
Feedback 

Fish Liver Oil 
Flight 

Flying Men 
Giant Tortoise 
Invisibility 

Island of Fish jasconius 
jump 

Lifetap 

Lord of Atlantis 
Magical Hack 
Mahamoti Djinn 
Manna Short 
Merchant Ship 


Merfolk of the Pear! Trident 


Old Man of the Sea 
Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
Pirate Ship 

Power Leak 

Power Sink 

Prodigal Sorcerer 
Psionic Blast 
Psychic Venom 


Uncommon 


Uncommon 
Uncommon 
Uncommon 
Uncommon 
Rare 

(AN) 
Uncommon 
Rare 
Common 
Uncommon 
Rare 

Rare 

Rare 
Common 
Common 
(AN) 

(AN) 
Uncommon 
Common 
Common 
Rare 

(AN) 

(AN) 
Common 
Uncommon 
(AN) 

(AN) 

(AN) 

Rare 

Rare 

Rare 

Rare 
Uncommon 
Rare 

(AN) 
Common 
Common 
Common 
Common 
Rare 
Uncommon 
Common 
Uncommon 
Uncommon 
Uncommon 
Common 
{AN) 

{AN) 
Common 
Common 
Uncommon 
Rare 
Common 
Rare 


Rare 
Uncommon 
Common 
Rare 
Uncommon 
Uncommon 
Rare 

Rare 
Common 
(AN) 
Uncommon 
Uncommon 
{AN) 
Common 
{AN) 

{AN) 
Common 
(AN) 
Common 
Uncommon 
Rare 

Rare 

Rare 

Rare 

(AN) 
Common 
(AN) 
Uncommon 
Common 
Uncommon 
Rare 
Commen 
Common 
Common 
Uncommon 
Common 


Sea Serpent 
Serendib Djinn 
Serendib Efreet 
Sinbad 

Siren's Call 
Sleight of Mind 
Spell Blast 
Stasis 

Steal Artifact 
Thoughtlace 
Time Twister 
Time Walk 
Twiddile 
Unstable Mutation 
Unsummon 
Vesuvan Doppleganger 
Volanic Eruptiion 
Wall of Air 

Wall of water 
Water Elemental 
GREEN SPELLS 
Aspect of Wolf 
Berserk 

Birds of Paradise 
Camouflage 
Channe! 
Cockatrice 

Craw Wurm 
Cyclone 

Desert Twister 
Drop of Honey 
Elvish Archers 
Erhnam Djinn 
Fastbond 

fog 

Force of Nature 
Fungusaur 
Gaea's Liege 
Ghazban Ogre 
Giant Grown 
Giant Spider 
Grizzly Bears 
Hurricane 

Ice Storm 
Ifh-Biff Efreet 
Instill Energy 
lronroot Treefolk 
Kudzu 

Ley Druid 
Lifeforce 
Lifelace 

Living Artifact 
Living Lands 
Lianowar Elves 
Lure 
Metamorphosis 
Naf's Asp 
Natural Selection 
Regeneration 
Regrowth 

Sand Storm 
Scryb Sprites 
Shanodin Dryads 
Singing Tree 
Stream of Life 
Thicket Basilisk 
Timber Wolves 
Tranquility 
Tsunami 
Verduran Enchantress 
Wall of Brambies 
Wail of Ice 

Wail of Wood 
Wanderlust 

War Mammoth 
Web 

Wild Growth 
Wyiuli Wolf 
RED SPELES 
Aladdin 

Ali Baba 

Ali from Cairo 
Bird Maiden 
Burrowing 
Chaoslace 
Desert Nomads 
Disintegrate 
Dragon Wheip 


Dwarven Demolition Team 


Dwarven Warriors 
Earthbind 

Earth Elemental 
Earthquake 

False Orders 
Fireball 
Firebreathing 

Fire Elemental 


Common 
{AN) 

(AN) 

(AN) 

Rare 

Rare 
Common 
Rare 

Rare 

Rare 

Rare 

Rare 
Common 
(AN) 
Common 
Rare 

Rare 

Rare 
Uncommon 
Uncommon 


Rare 
Uncoomon 
Rare 

Rare 
Uncommon 
Rare 
Common 
(AN) 

(AN) 

(AN) 

Rare 

(AN) 

Rare 
Common 
Rare 

Rare 

Rare 

(AN) 
Common 
Common 
Common 
Uncommon 
Rare 

{AN) 
Uncommon 
Common 
Rare 
Uncommon 
Uncommon 
Rare 

Rare 

Rare 
Common 
Uncommon 
(AN) 

(AN) 

Rare 
Common 
Uncommon 
(AN) 
Common 
Common 
(AN) 
Common 
Uncommon 
Rare 
Common 
Rare 

Rare 
Uncommon 
Uncommon 
Common 
Rare 
Common 
Rare 
Common 
{AN) 


{AN) 

(AN) 

(AN) 

(AN) 
Uncommon 
Rare 

(AN) 
Common 
Uncommon 
Uncommon 
Common 
Common 
Uncommon 
Rare 
Common 
Common 
Common 
Uncommon 


Flashfires 
Fork 
Goblin Balloon Brigade 
Goblin King 
Granite Gargoyle 
Gray Ogre 
Hill Giant 
Hurloon Minotaur 
Hurr Jackal 
lronclaw Orcs 
Kird Ape 
Keidon Warlord 
Lightning Bolt 
Magnetic Mountain 
Manabarbs 
Manna Flare 
Mijae Djinn 
Mons‘s Goblin Raiders 
Orcish Artillery 
Orcish Oriflamme 
Power Surge 
Raging River 
Red Elemental Blast 
Rock Hydra 
Roc of Kher Ridge 
Rukh Egg 
Sedge Troll 
Shatter 
Shivan Dragon 
Smoke 
Stone Giant 
Stone Rain 
Tunnel 
2-headed Giant of Foriys 
Uthden Troll 
Wall of Fire 
Wall of Stone 
Wheel of Fortune 
Ydwen Efreet 
WHITE SPELiS 
Abu Jafar 
Animate Wall 
Armageddon 
Army of Allah 
Balance 
Benalish Hero 
Black Ward 
Blaze of Glory 
Blessing 
Biue Ward 
Castle 
Camel 
Circle of Protection 

Black 

Blue 

Green 

Red 

White 
Consecrate Land 
Coversion 
Crusade 
Death Ward 
Disenchant 
Eye for an Eye 
Farmstead 
Green Ward 
Guardian Angel 
Healing Salve 
Holy Armour 
Holy Strength 
Island Sanctuary 
Jihad 
Karma 
King Su Leiman 
Lance 
Mesa Pegasus 
Moorish Cavairy 
Northern Paladin 
Pearled Unicorn 
Personal Incarnation 
Piety 
Purelace 
Red Ward 
Repentant Blacksmith 
Resurrection 
Reverse Damage 
Righteousness 
Samite Healer 
Savannah Lions 
Serra Angel 
Sha Hra Zad 
Swords to Piowshares 
Veteran Bodyguard 
Wall of Swords 
War Elephant 
White Knight 
White Ward 
Wrath of God 


Uncommon 
Rare 
Uncommon 
Rare 

Rare 
Common 
Common 
Common 
(AN) 
Common 
(AN) 
Uncommon 
Common 
{AN} 

Rare 

Rare 

{AN) 
Common 
Uncommon 
Uncommon 
Rare 

Rare 
Common 
Rare 

Rare 

(AN) 

Rare 
Common 
Rare 

Rare 
Uncommon 
Common 
Uncommon 
Rare 
Uncommon 
Rare 
Uncommon 
Rare 

{AN) 


{AN) 

Rare 

Rare 

(AN) 

Rare 
Common 
Uncommon 
Rare 

Rare 
Uncommon 
Uncommon 
{AN) 


Common 
Common 
Common 
Common 
Common 
Uncommon 
Uncornmmon 
Rare 
Common 
Common 
(AN) 

Rare 
Uncommon 
Common 
Common 
Common 
Common 
Rare 

{AN) 
Uncommon 
{AN) 
Uncommon 
Common 
(AN) 

Rare 
Common 
Rare 

{AN} 

Rare 
Uncommon 
{AN) 
Uncommon 
Rare 

Rare 
Common 
Rare 
Uncommon 
{AN} 
Uncommon 
rare 
Uncommon 
{AN) 
Uncommon 
Uncommon 
Rare 


Cards marked (AN) are from the Arabian Nights Booster Packs. Frequency of these cards was not available at time of printing. 
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Continued from page 26 


overgrown. The wall itself is either 
formed from fallen buildings and walls or 
is more of a line is the sand type. It is a 
line which the residents of the surrounding 
areas will not cross. Many believe that such 
areas are full of demons and ghosts, or 
that weird mentally deranged off spring 


of someone's genetic experiments have | 


taken up residence. 
All this often starts by someone 
claiming that a building is full of ghosts 


or that they saw some sort of monster in | 


the area. Within a few years the 
surrounding residents will have complete 
abandoned anything that they consider to 
be part of the area, and in some cases 
have built barricades to protect 
themselves. Spraw! residents tend to be 
highly superstitious people. 

But this is not without foundation. 
Several areas in some of the larger sprawls 
have become like Bermuda Triangles. 
People have gone into them and never 
returned. There was even the case in the 
American East Coast sprawl where a 
wealthy millionaire hired a team of the 
best mercenaries he could find to go into 
on of these areas locally known as ‘The 
Hole’. After three weeks one man crawled 
out from a team of twenty. He is still 
residing in a padded cell. 

Or the strange stories from one such 
area call ‘Angel hollow’ near the Sydney 
sprawl’s biggest strip. Apparently at dawn 
and dusk every Sunday a violin can be 
heard playing from within this walled in 
area. Other stories speak of vampires 
stalking the place, and occasionally people 
have appeared in the surround clinic with 
strange puncture marks on their necks and 
no memory from the previous night. 

Looking at these four types of areas, 
you can see that there are quite a variety 
of zones within a sprawl and that each has 
it's own purpose and social dynamics. The 
trick to living in such a place and surviving 
is to be able to recognise the local rules, 
ethics, and lifestyles. 


You must also realise that these can | 


change dramatically from street to street 
as ethnic, racial and social environments 
change. Remembering this, you will be 
able to understand the Sprawl better. 
Forgetting this and going into a Sprawl can 
get you killed. 


Dr. John A. McGill. 
Addressing a class in Urban 
Dynamics. 


|Jeremy Sadier has over 10 years} 
|experience in gaming of all types, 


playing, GMing and tournament 
organising. He enjoys music, movies, 
creative writing, sports and of course 
writing for Genesis. 


Derek Clarkson (aka Spartacus) can’t 
remember how many years he has been 


| gaming. He works in the computer | 


industry and enjoys the lap warming 
comfort of his cat Sam, computer-art, 
and several good drinks. He is an 
experienced scenario designer and GM 
who enjoys discovering new and | 
inventive ways to scare players. 

Paul “The Fenwick 
(pjf@ecr.mu.oz.au) is a fan of Japanese 


Loony” 


Animation and is in the process of 
starting an Anime club at Melbourne 
University. He’s been attending 
conventions since 1988, and is the 
moderator of Loony’s Asylum on 
WizNet. Quote: “Paul, why is everything 
on the floor?” “Because it won't stick to 


the ceiling.” 


Ken Stone has been interested in 
Cybernetics, cars and girls for as long 
as he can remember and enjoys 
combining the three in fiction and art. 
He is Sysop of CHAOS BBS, which is 
dedicated to Anime, Cyberpunk and 
programming. 


Fastjax is an online User-ID. He is 
Forum-Op of the Moon Shadow BBS 
Role Playing and Star Trek Forums, and 
can be contacted on almost any BBS 
(You should see this guy’s telephone bill! 
- Ed) 


CDs that helped us along: 
Monty Python - The Final Rip Off 
Rowan Atkinson Live- The Very Best of 
Meatloaf - Bat Out Of Hell II 
Chris DeBurgh - The Very Best of 
Chicago - Chicago 17 
Bryan Adams - So Far So Good 


Thought for this issue: 
In case of doubt, make it sound 
convincing. 


This is the last Final Word that | will write for 
probably a long time. 

Why? I hear you ask. 

Well, there's been some changes within Three 
Guys Publishing, this magazine's parent company, | 
that have rather drastic effects on Genesis itself. 
The biggest, and | guess most readers would say | 
the worst, is that from this issue, Genesis will cease 
to exist. 

This is by no means a permanent arrangement. 
The reason is that at this time, Three Guys | 
Publishing doesn't have the resources to carry two 
magazines at once. The other magazine in the 3G | 
stable is OS/2 Zone, and with the massive increase 
in demand for this magazine we just can't keep 
up. So, the executive decision was made just prior 
to printing of this issue that Genesis would have 
to cease publication. 

For my own part, this is not exactly a decision 
I'm happy with, but ] agree with it. Recently | have 
come to see that Genesis is very important and 
that finally | was doing something worthwhile and 
important to other people. Unfortunately, as it 
has a want to do, business interferes with the 
dreams of men. Three Guys Publishing cannot 
continue to support a magazine which, in all 
business terms, is considered to be failing. 

i know there were people out there who 
supported us, and to them | extend my apologies. | 
You'll get personal thanks later. 

There are some | would like to reserve my 
"thanks" for. For an industry that is definitely a 
growth one, with thousands upon thousands of 
people participating, it is difficult for me to see 
how some of the people we encountered could 
not support, in even the smallest way, the industry 
that they make their living from. In my opinion | 
believe these people are in fact detracting from 
the industry. If you, the reader, feel someone is 
not "pulling their weight", then let them know! 
Hopefully, even in just a small way, we can change 
the industry for the better. 

eeeeo 
There are some people | would like to extend my 
personal thanks to. They are as follows: 
Anita, for her wonderful help and support. 
Derek, for being the uncredited "assistant editor" 
and for the use of his system 
Dan, for being a soundboard for so many things 
Mick at Chadstone, for advice and support 
lan at Box Hill, for support 
Ken Stone, for the words of advice and the 
wonderful pictures 
The shops who supported us by carrying the 
magazine. 
And finally to everyone who gave us articles, 


advice, support, or even just read us. 
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